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IM llenncrncii 

If Supremacy looks a little too 
much like hard going for yoi^ 
you might be better off 
waiting to take your battle to 
the stars Xenocracy style. 


in nmiiininn 

Next month’s big exclusive 
review. The game that’s ready 
to beat the crap out of J 

every other real-time « 

strategy game on the PC. 


' Quake II and Forsaken 

cannot afford to rest on 

their laurels, Unreal is on 

the way and is looking to kick 

some serious first-person shooter arse. 


This Blade Runner-esque A 
futuristic racer looks M 
ready to take on the likes ^ 
of Ultim@te Race Pro, and it’s 
odds on favourite to win. 


EXCnSIVE 

?p SuprepiBcii 


Assuming the roles of Imperial and Rebel commanders, the PC 
Force boys take to the stars in this epic Star Wars inspired 
strategy game from Virgin. 
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As if going to hospital wasn’t bad 
enough, now you can run one from 
the comfort of your PC. 



?H KKND-KrnssFIre 


Just when you thought there couldn’t possibly be room for 
another real-time strategy on the PC, along comes a sequel. 
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Okay, so you can’t actually win the Ferrari, but we’ve got the next 
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EDITORIAL 


Force 2 


After a successful but 
stressful launch issue, we’ve 
finally got the good ship PC 
Force sailing a little more 
smoothly. Gone are the 24-36 
hour shifts of old, and in are 
the late nights spent playing 
the likes of Quake 11, Nitro 
Riders, Battlezone and 
Ultim@te Race Pro across our 
office network. What can I say? 
Life is good, and according to 
the lucky heather selling gypsy 
woman I met last week, mine 
will be OK until I’m at least 94 
- so there! I just hope that I’ll 
still be able to play computer 
games in the year 2068... 

But enough about the future, 
you might get run over by a 
bus tomorrow, so let’s take a 
look at the present: Star Wars 
Supremacy, Forsaken, Redline 
Racer - these are all games 
that will be hitting the shelves 
shortly but which could quite 
easily keep you playing until 
the next millennium, providing 
of course that Nostradamus got 
it wrong all those years ago! 

Live for today, check out 
the reviews in this issue and 
treat yourself to a PC Force 
recommended title - safer 
than crossing the street. 

Enjoy... 


U irgin Interactive are getting set to launch Viva Football \aier this 
year. This is, apparently, a new type of soccer simulation. We 
wondered whether that meant you could use your hands, or if the ball 
would weigh the same as a family saloon? Or perhaps instead, the bail 
might be afraid of being kicked and try to run away from the players, or 
there would be ladies’ football with special post-match shirt-swapping 
and in-bath fully user-controllable video animated action? Not at all! But 
this product could still be a winner because it claims to flawlessly recreate 
all the passion, excitement and unpredictability of the real thing. 

Further claims are made that the game employs a unique control system 
enabling shots, passes and crosses to be hit with astonishing precision, and one- 
twos, feints and dummies are possible too. Virgin enlisted the help of an 
unnamed professional team to motion-capture over 5,400 keyframes, using 
players from defence, midfield and attack, the result being, they say, more 
realistic than any other footy game around. Do we believe them? And is it more 
realistic than a real game of football? Do they provide you with smear-on mud for 
your knees, and a grass-stain-your-own-back kit complete with instructions in 
every known language including Elvish? Flow about a broken leg, a vast transfer 
As good as the fcai thing and without fee and 3 newspaper scandal? We will hold our breath in great anticipation, 
the need to take a showei- afterwards As if all that wasn’t cnough, you Will be able to play as any 

international side from 1962 right up to 1998, a total of 987 teams with 
1,974 kits, 16,224 players and 259,584 player attributes. There are over 300 accurately recreated stadiums 
including Wembley (of course), and the 
possibility of matches such as England 1998 vs. 

England 1966. The crowd have artificial 
intelligence - something any real crowd could 
only benefit from - and chant accordingly. The 
mind boggles. The players shout to each other 
for the ball, although with it being a family 
product I can’t imagine the things they shout 
being terribly realistic! If the game lives up to its 
claims, it’s set to be an absolute monster hit, 
and should even impress the non-footy 
orientated computer gamers with its scope. 


Eat football? 

Sleep football? 
Uiua football! 
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Quake BT 


ireplay is now an option for 
Wrm Quake after an 

period of trials. Ping times on the BT Wireplay service are 
around 100 milliseconds. "Anyone who has ever played 
Quake over Wireplay will know all about the system’s amazing performance,” remarked Adrian 
Manning from Wireplay. "But nothing will prepare them for the way Quake II runs - it’s flying.” 





































more JbiJiihilation imminent 


^|hot new product from Cavedog is Total Annihilation: The Core Contingency - a huge expansion featuring 25 new 
^•missions, 30 new multiplayer maps, 75 new units, four new worlds, and a map and mission editor. Word has it 
that the previously defeated Core forces have retreated to a distant planet to regroup and rebuild before mounting a 
new attack. The Arm needs to be prepared, so you’d better get ready for more devastating action! One map alone will 
be 128MB, there will be an automated tournament screen for setting time limits in multiplayer games, and underwater 
action with submarines and stingrays, sonar points and construction units is also a possibility. Maps include Jungle, 
Urban, Ice and Acid (I), and the pack will contain all the new weapons and units previously only available on the Net. 
Cavedog are also going to set up a new Web page that will put a smile on the faces of all Total Annihilation fanatics. It 
will be possible to download maps, new units and 
updates from the site. It all sounds far too good! 


Golden oldies 


F ollowing on from their success of last year’s Frogger, Hasbro Interactive have acquired the rights to release 
various classic Atari arcade titles. These include such legends as Centipede, Missile Command, Pong, Breakout 
and Tempest. Tom Dusenberry, President of Hasbro Interactive, is reported to be “thrilled” at the prospect. “These 
ground-breaking games helped to pioneer the video game industry,” he enthused. “We intend to bring these classics 
back to life by updating them with the latest technology and interactive game design, while 
preserving their heart and spirit.” 

Dusenberry continues: “We will develop games that appeal to the players who loved the 
titles as kids, while attracting a whole new generation by bringing the games up to today’s 
highest standards.” Something for older and younger gamers alike to look forward to. 


no Shou; Racers 


L ast month we promised you an exclusive review of the 
extremely promising Snow Racers from Ocean 
Infogrammes. Unfortunately the game has been delayed so that 
the PlayStation version of the game could be completed. We might see 
a release in the next couple of months, but we understand that 
discussions are underway as to whether the game might now be released 
in September to coincide with the snowboarding season. Apologies. 


U66 1998 


astion have sent us a 
press release on behalf of 
Virgin interactive in which they 
claim they have scientific proof 
that England will win the World 
Cup later this year. We were so 
impressed with their evidence 
that we decided to reproduce it 
so you could check it out for 
yourselves! 


YEAR WINNER 
1966 England 


1970 

1974 

1978^. 

1982 

1986 

1990 

1994 I 

1998 ????? 


Brazil 

Germany 

Argentina 

Italy 

Argentina 

Germany 

Brazil 
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UJoods and irons 


T iger Woods, golfer extraordinnaire and 
games enthusiast, has signed a four- 
year deal with software giant 
Electronic Arts. Speaking about his 
new deal. Woods remarked: “I am 
thrilled to join the Electronic Arts 
Sports team. I’ve played video 
games for many years. The chance to 
work with the top brand in sports 
gaming and play a key role in 
the design of an 
interactive golf product 
will be an exciting 


video 


challenge.” Exactly 
what influence Tiger Woods will 
have over the game design remains 
a mystery, although we do know he 
will be starring as a character in the 
next PGA game. Players will be able to 
play either as him or against him. 

Electronic Arts are already the market 
leaders in the field of interactive golf games 
with the celebrated PGA series. The 

endorsement by such a charismatic figure 
as Woods can only consolidate their 
position further. 


more tombs to raid 


L ara Croft will be back for some more adventures later this spring 
according to Eidos, although at present the release has only been 
confirmed for the USA. Titled Tomb Raider Gold, the new game will consist of 
four brand new levels based on the original Tomb Raider blockbuster There 
are to be two new adventures - The Shadow of the Cat is based in Khamoon 
again, while Unfinished Business involves a return to Atlantis. We have been 
told that these levels are the most challenging of their kind so far. Hopefully, 
Tomb Raider Gold Will also be arriving on this side of the Atlantic before long. 


Take Tiuo take Bmo Sordid Puzzle Castle 


Take Two Interactive Software Inc. have taken over BMG Interactive. This means 
that they take over release, distribution and copyright of such titles as 6TA, the 
After Dark screensavers series, You Don't Know Jack trim series, the Monkey 
Hero RPG and Three Lions^ thus giving Take Two the use of images of all star 
English players. The Take Two management seem suitably chuffed with their new 
acquisition, allowing BMG to focus more on video and music projects worldwide. 


Adventuresoft have told us that they are working on a new puzzle 
adventure game called Sordid Puzzle Castle. The puzzles are supposedly 
fiendish by nature, and the game will be split into levels with different 
themes. Players will need to solve various different puzzles in order to 
reach the next level. The game is a follow-up to AdventuresofCs only 
moderately successful Feeble Files. 






































FIFA llforld Cup 

With the current chronic shortage of football games on the PC likely to last 
until at least the autumn, here’s something we all need - a new football game! 
This one includes all the teams competing in France this summer, so if your 
favourite team take an early bath you can put things to rights using the 
wonders of modern technology. A little bird tells me that should you win the 
World Cup, you gain access to a new level containing historic teams. 


Simon Sorceror III 

Originally released on the Amiga, Simon HI is heading for the PC as 
Adventuresoft’s big 1998 release. Simon Woodroffe, having already 
written the previous two, will write this one as well. Simon the 
Sorceror's success has been largely due to its brilliant offbeat humour 
and crazy characters. 


Duke nukem for big screen? 

T hreshold Entertainment have signed a deal with GT Interactive and 3D Realms that could culminate in a 
movie and video release based on the popular game, Duke Nukem. Mortal Kombat has already been 
movified by Threshold, and the deal must have pleased the boardrooms at GT and 3D, what with Duke Nukem 
Forever planned for release sometime later this year. GT Interactive have exclusive rights to any game that might 
be a spin-off from the movie. With a situation of having games based on movies based on games, one is inclined 
to wonder if this will continue to escalate until a critical infinity point is reached before we all lose interest. 


HJUT TUI 


Our sources sent us a note by 
carrier pigeon this morning to 
say that the much-anticipated 
Daikatana (by Ion Storm) will 
not now be released until 
September. This must have 
come as a blow to Eldos, who 
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are hanging on the pending 
release of various other 3D 
action titles such as Blade and 
Half-Life. Daikatana will be Jon 
Romero’s first 3D action game 
for Ion Storm. 


O ver 50,000 students in the UK received an e-mail inviting them to take their place in the world’s most exciting industry, 
on top of a cool £10,000 prize money, by presenting their most creative ideas to a panel of international games gurus. 
GDUK is a unique competition, mn almost entirely from the Internet. David Jones, Chairman of the Scottish Games Alliance, 
and Creative Director of DMA Design said this about the opportunity: “This is a chance for anybody who thinks they have a 
good idea for a game to take it forward. There’s always room in the industry for creative, innovative ideas and talent.” 

Competition categories include best artwork, animation and audio, as well as the best game utility and best 
overall game. If you are interested in finding out more about GDUK, phone the competition hotline on 0800 731 
5300, or visit the Web site at www.gduk.co.uk 


Games developer 
UK '98 competition 


A Sensible approach 

M e’ve been lucky enough to receive some brand new screenshots of what we believe will almost 
certainly be one of the best football games being released to coincide with the World Cup - 
Sensible Soccer World Cup ‘98. As you can see, the famous overhead view will be available and we 
understand that for the most part the game will still be played using only a single button, a second 
button being brought into play only to activate bursts of speed. Expect much excitement and 
postponing of deadlines when we get our hands on a copy soon! 
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Dominion: Storm over 6ift3 









llfith an exclusiuB rBuiem alreadij tied up for next 
month, me couldn’t resist giuing gou a taster of luhat 
gou’ue got to look formard to. 


over Gifts will really come into its 
own in the multiplayer mode. The 
larger of the 60 multiplayer maps 
included with the game are said to 
be at least four times the size of any 
that have ever been seen before, 
and stories of eight player 
deathmatches at the Ion Storm 
offices where it takes players over 
quarter of an hour to encounter 
each other have already reached us. 

With the game underway, the 
first thing you’ll have to do is 
start collecting those resources, 
which in the case of Dominion: 
Storm over Gifts means tapping 
into geysers similar to those 
found in Battlezone and Dark 
Colony. With the basics in place 
you’ll be wanting to explore 
your surrounding area by lifting 
some of that ‘Fog of War’; this is 
easily done by double clicking 
on a scout vehicle which will 
then automatically begin 
roaming the area until it is either 
destroyed or can explore no 
further - slightly less hassle 
than controlling it manually I can 
tell you! 


distinctive attributes. For example, 
the Darkens are a heavily armoured 
race who believe in defending 
themselves rather than arming for 
attack - this is reflected in the slow 
and heavy nature of their vehicles 
which carry only a minimum of 
offensive weaponry. The Mercs on 
the other hand are heavily armed 
and quick on their feet, but have 
next to nothing in the way of 
armour. The Scorps are a devious 
race whose sneaky tactics and ability 
to tunnel underground hold them in 
good stead against the other races, 
while the Flumans, as seems to be 
the case in most of these games, are 
a good all-round race with no 
particular strengths or weaknesses. 


are plenty of keyboard shortcuts 
for those of you who are fond of 
them, but mouse fans will find that 
it’s unusually easy to play without 
the need for anything else. The 
best example of this would have to 
be when you wish to issue a single 
unit with a specific instruction; 
simply press the right mouse 
button over the unit to access a 
command menu designed 
specifically for it, choose the 
action you wish it to carry out, and 
let it go - it’s really that simple. 

Obviously we don’t really have 
enough room to go into detail 
about all of the things that make 
Dominion: Storm over Gifts such 
a hot prospect, and even if we 
did, we have to save some stuff to 
reveal to you next month in our 
exclusive review don’t we? But 
rest assured that we’ll be giving 
this game our undivided attention 
for as long as our deadline will 
allow in order to bring you the 
full rundown in our next issue. 

See you there! jostin 


me jbppb oranpi bl^.. 

As we mentioned in our news 
piece last month, one of the very 
best aspects of this game is how 
incredibly user-friendly it is. There 


The piiddie btt... 

As with all real-time strategy games, 
it looks as though Dominion: Storm 
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M eVe been lucky 
enough to play an 
almost finished 
version of Motorhead, and as 
you’ve probably already guessed 
from the screenshots, we reckon 
it’s looking pretty damn good. 

The racing is very much in the 
style of an arcade racer such as 
mtim@te Race Pro, combining 
great graphics and a thumping 
soundtrack with instant but 
lasting playability. 

Initially there are only three cars 
and two tracks to choose from, but 
after playing for a short time you 
should find yourself well on the 
way to gaining access to eight 
tracks, ten cars, and any other 
secret bonuses that will almost 
certainly be included. All of the 
cars look suitably futuristic and a 
few of them seem to look a little 
similar, but they all handle very 
differently and even have different 
numbers of gears, ranging from 
. four to six. Motorhead \s also one 
of very few racing games where 


about ‘cheating’ computer cars who 
can suddenly increase their top 
speed exponentially if they find 
themselves losing to you. 


LkiOKiilll puili 

The graphics in the game are 
very much in the style of Blade 
Runner and Wipeout, with 
futuristic 


the manual option actually helps 
you to stop sliding as much on the 
corners as you can use the lower 
gears to help you grip the road. 

The computer-controlled drivers 
apparently have the most 
sophisticated Al ever seen in a racing 
game, basing their decisions on 
speed, opponents, acceleration, 
brakes, and even the individual 
driving skills and aggressiven^^^^ 
of the individual. A 
welcome feature 
which seems to be 
cropping up more 
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Don't uroiiy, this isn't a game based on the band, 
it's actually a very promising looking racer 




coming soon from Gremlin 


been playing it took us quite a while 
to realise that we had unwittingly 
been racing around without the 
benefit of our accelerator cards - it 
looks that good! 

The single player mode has all 
of the options that you'd expect, 
including time trials, championships 
and single races, and as we’ve 
already mentioned, success in 
some of these areas will grant you 
access to extra cars and tracks - 
which you can then use In the 
multiplayer mode. MotorheadWiW 
support both Internet and network 
options, and although you won’t 
often find time to use it, a lobby 
chat system has been included. 

Whether or not Motorhead 
can beat Ultim@te Race Pro - 
which we awarded a stunning 
92% last issue - remains to be 
seen, but we’re certainly looking 
forward to spending a few days 
finding out! Check out the full 
review next month. 


cityscapes, small craft flying 
overhead 

and some stunning lighting effects. If 
you’re lucky enough to be able to 
play with a 3Dfx card then you’re in 


for a real treat, but it should be noted 
that Motorhead looks extremely 
good in software-only mode and 
plays every bit as quickly. In fact, 
after installing the version we’ve 


TOTAL TIME 
3 : 30:24 
TOTAL LAPJIME 
3:3 qL:»24 
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E very day, all around the 
world, diplomats are 
involved in oiling political 
wheels, doing dodgy deals and 
keeping secrets. Protocol must be 
followed, hands must be shook, 
functions must be attended, talks 
must be held. Most of it we hear 
nothing about, although 
occasionally the likes of Kofi Anan 
hit the headlines big time. 


superpowers. To avert an all-out 
thermostellar war you will need to 
carefully maintain the solar system’s 
economic and political stability. In 
this scenario no single power 
should become significantly weaker 
or more dominant than any other. 

The story so far goes like this: 
it Is the year 10600 and 
humankind has colonised the solar 
system, aided by the mineral, 
lycosite - an invaluable power 


The prodrBPine Bob bb BldBrlUiPi 
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Sometimes diplomats are 
withdrawn or sent home, 
sometimes they are taken hostage 
or murdered. Very few people 
know what they really do, though 
many of us would like one of their 
rubber stamps - very useful for 
International black marketeering! 

One of the most important roles 
of the diplomat is to keep peace 
between rival nations, or in this 
particular case, rival planets. Grolier 
have been demonstrating their new 
space combat game which will allow 
you to take a diplomat’s role hands- 
on. You will perform covert 
missions in space and on the 
ground to keep an even balance of 
power between four solar 


source. The four great planetary . 
superpowers (Earth Dominion, 
Mars Combine, Venus Alliance and 
Mercury League) are engaged in 
undercover operations to take 
control of the outer colonies and 
their rich reserves of lycosite. Your 
role as a peace keeper in the 
United Planet Nations (like our 
own United Nations but with 
planets) Is vital in preventing small 
skirmishes becoming full-on war. 

Although the game isn’t 
finished yet, it promises some 
Impressive features, not the least 
of which are the awesome 3D 
graphics and sound and randomly 
generated missions. The 
programme has an algorithm 















space is Mg, in fact it’s reallij Mg, Mt it just isn’t 


Mg enough foihoth of us... 




You are able 
to cus- 

your own 
head up 

display and , 

carefully 

which devises further missions choose your crew of a Wingman 

based on the results of previous and a Weapons Systems Officer, 

ones, which sounds fiendishly There will be a variety of both 

cunning, and means that the game types of character available 
will never be the same twice! to you, each with their 

There will be at least eight basic own relative strengths 

types of mission, which will and weaknesses, 

include defending mines, attacking For those of you who enjoy 

convoys and capturing aliens. playing your computer games 

with a friend (or fair-weather 

l)10il Ulings uwm in Urees foe), there win be a multiplayer 
Xenocracy promises to be three option allowing up to eight 
types of game in one. For those players on LAN, Internet and 
gamers who are impatient to vent modem connections. In this 
their bloodlust, there is the option you will be able to select 

Arcade mode option. Here you from all the ships and weapons 

can dive straight into the action in the game. Modes of play will 

with one of five unique and deadly include deathmatch, teamplay, 

Uibli kheir ‘nrdBnIc’ BbqlInQ 
bliBii innk fiinre liriginBl khan khe 

SpBCBShipS iB B iBk BF 
pBnBB BifBllalile kadaii 


jostling with Xenocracy for the 
same space on the shelf of your 
local software supplier. The sheer 
scope and size of the game will 
give Xenocracy strong elbows, and 
the clever way that the missions 
write themselves may give it the 
power to push any lesser titles 
floorwards. At the end of the day, 
it’s the consumer who will 
determine the winner of the shelf 
war, and from what has been seen 
so far, Xenocracy should be in 
there with a good shout. 


peacekeeping ships, armed to the 
teeth and ready to fight! The ships 
each have different stealth, agility, 
shield, sensor and speed 
capabilities. With their ‘organic’ 
styling they look more original than 
the spaceships in a lot of games 
available today. Babylon 5 may well 
have been a source of inspiration. 

Simulation mode will allow 
much more in-depth play. You 
may study strategy and 
information screens on politics, 
economics, history and military 
before selecting each mission. 


base defence and tag - an 
impressive array of options for 
one game! If you add this to 
the powerful sound and 
graphics, the result is a 
game that is very playable 
by a large number of ^ 
different sorts of 
gamers. 

So how will this game 
compare with its 
competitors? Titles such as 
Wing Commander Prophecy, 

I-War and possibly even 
Imperium Galactica will ail be 


With its own dedicated 
Web site planned, and over two 
hours of full motion video, 
Xenocracy is a game that holds 
a great deal of promise. Watch 
this space... 


PUBLISHER: 

Grolier Interactive 

DEVELOPER: 

Grolier Interactive 

GAME TYPE: 

Space Action/Strategy 













8iiia|ii^ sejPfflftiB giuii 
dellQIik aP.dranii pruporbioneSa 


different in this respect. As you can 
see by casting your eyes over this 
fine selection of screenshots. Unreal 
is shaping up to be a visual delight 
of grand proportions. The bilinear 
texture has been spread across 
over 300 frames of animation per 
enemy, t/nrea/sports exquisite 
lighting effects exceeding what we 
have come to expect from even the 
most superlative games of these 
past few years. 


ou have awoken in a Yeah okay, so we all know the 

partially lit, little grey deep space Bermuda Triangle-esque 

room. There is a door story behind Unreal. It seems you 

slightly ajar, but jammed. From can’t turn a page without crashing h 

behind it comes the flicker of live Into it. But the still unanswered 
electrical wire and broken q uestion i s: How good is it, really? 

machines. The room creaks and 
moans ominously. After briefly 

shaking yourself down, you manage As the PC leaps from strength to 

to force the door. What beholds you strength, lea^ng the consoles in the 

^ dark ages, we are witnessing what 

could be called a graphical 

- ^ your now revolution. It seems hardly a day 

^ very dead friend. You goes by without a new games 

reach for your gun and turn the engine boasting enhanced graphics, 

alien intruder into a parliculariy new features and previously unseen 

? unpleasant wall covering... realism is announced. Unreal \s no 


If you are playing alone, networked 
or indeed on the Internet, Unreal Is 
set to be a killer. You have four 
characters to choose from, two 
males two females. You can either 


lake to the pre-programmed levels, 
or you can set about making your 
own. The game comes with a 
manual which will explain all the ins 
and outs of level creation, which is 
said to be based on fun rather than 
technical perfection. 
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There are currently upwards of 
150 sites on the Internet dedicated 
to creating and updating new 
arenas. This opens up a virtual 
Pandora’s box of opportunities 
when you take into consideration 
the server hopping’ option. This 
allows you to crash into any game 
currently playing on the Net, so 
you can run away from a player in 
one world and land In another. 
However that’s not the end of it - 
if someone is server hopping in a 
bid to escape you, then you can 
give chase across the servers 
through other games, leaving a trail 
of destruction behind you. 

But blasting, smashing and 
wreaking havoc across the Internet Is 
not just what it’s all about There are 
times when finesse will be required. 


and brains over brawn situations will 
evolve whereby you can take on the 
role of an assassin, sneaking in with 
a sniper popping off a few people 
and sneaking out before you are 
found. The possibilities, it would 
seem, are endless. 


So when can we get our collective 
hands on a copy of this monster 
game? Well, the official word from 
GT is that it will be out In the first half 
of this year, with a playable demo 
being realised approximately two 
weeks beiore the release of the 
game. So, patience my little ones. 
Remember, everything comes to 
those that wail and this one 
definitely looks like it’ll be worth it! 


Having not actually played the game 
we cannot tell exsrtly what the 
sound is going to be like. This said 
however, judging from the amount 
of effort GT have put into the overall 
presentation of the game, and going 
on previous GT titles, we doubt very 
much that the sound will be 
anything less than 
spot on. 
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Formula 1 
galore upforgraos: 


Psugnosis, along mith 3Dlabs, Digital Edge and flir labs hauB been kind enough to put 
together a huge pile of prizes for us to distribute amongsf^ou, the PC Force readership. 
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Send Ln... 


3wab. 


PERME 


Pervasive 3D 


nraphics Blneker Eeubrene 

At the heart of the world’s leading graphics solutions, SDIabs’ 
highly versatile and pervasive 2D/3D graphics processor, 

PERMEDIA 2 continues to deliver professional quality 2D/3D 
performance to games, business desktop and entry-level 
workstation users alike. 

Equipped with both Direct3D for games and OpenGL ICD for the professional, 
PERMEDIA 2-based graphics boards offer unrivalled 3D quality, high resolution features, 
robust/reliable software drivers and fully compliant PCI or AGP bus support. 

Cards now featuring PERMEDIA 2 include Creative Labs’ Graphics Blaster 
Exxtreme and Diamond Multimedia Systems’ FireGL 1000 Pro. Check out the web page 
at www.3dlabs.com and find out more about PERMEDIA 2 - defining the standard for 
2D/3D graphics. 




FI sm cnnp/cT 

F1 Racing Magazine - ‘Official user of the 

FI SIM COMPACT’ 

BBC Top Gear - “...at a shade under £80, this is 
certainly the best value wheel we’ve come across” 


Unfortunately we don’t have enough for all of 
you, but we think we’ve come up with a system 
for coming up with a shortlist of three lucky 
winners - we are calling this revolutionary new 
system a ‘Competition,’ and it basically requires 
you to answer the following question: 

What score did we award Formula 1 ’97 
in issue 1 of PC Force? 

1. 24% 

2. 92% 

3. A- 

4. Distinction 


Send us your answers on the back of a sealed down 
envelope or postcard at the following address: 


F1 ’97 Comp. PC Force Rapide Publishing 
1 Roman Court 48 New North Road Exeter EX4 4EP 
Entries to arrive no later than June 5th 


Our pile of goodies will be distributed as follows: 
First correct entry out of the hat (well it’s a cardboard 
box actually) will receive: Yellow Ferrari survival jacket 
worth £150, copy of Formula 1 ’97, Creative Labs 
Graphics Blaster Exxtreme 3D Card, Digital Edge FI 
SIM COMPACT steering wheel, 3Dlabs Swiss army 
knife, T-Shirt and Pen. 

Two runners up will each receive: Black Ferrari 
backpack, copy of Formula 1 ’97, Air Labs MIRAGE 
control pad, 3Dlabs Swiss army knife, T-Shirt and Pen. 
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This is the reason for buying this mag, and you mon’t be 
disappointed because me’ue got another issue that’s simply 
jam pached mith more of the best reuiems on the shelf! 

I n our ongoing quest to provide you with the greatest PC games magazine, we’ve made a slight addition to our 
review layout. You’ll now find additional advice in the form of our innovative new second opinion box, so now 
you’ll be twice as sure that the games we recommend are the games you want to buy. 



Trust us! 

Justin: 

lUill: 

George: 

From this issue on we will 

1 - Quake II 

1 - Battlezone 

1 - Supremacy 

each be listing our favourite 

2 - CM2 96/97 

2 - Forsaken 

2 - Quake II 

five games on the PC at the 

3 - Battlezone 

3 ■ Redline Racer 

3 - Battlezone 

moment. So what have the 

4 - Ultim@te Race Pro 

4 - Quake II 

4 - Forsaken 

PC Force team been playing... 

5 - Nitro Riders 

5 - Ultim@te Race Pro 

5 - Redline Racer 


The Three L'b 

In addition to our percentage scores which are awarded in three separate categories as well as the overall mark, 
you’ll notice that a lot of the games reviewed have been given one of three PC Force awards. 
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PC f DICE - lOUB It! 

The absolute cream of the 
crop, this month’s recipients 
include; Forsaken, Redline 
/?acer and Supremacy. 





PC Force - Like It! 

Games that are certainly worth 
a look this issue include; KKNL 
- Krossfire, JazzJackrabbit II, 
and Triple Play '99. 




PCIniEBr-,loathe Jt! 

Any one stupid enough to ignore 
these this month, will find them¬ 
selves in poss^ion of Return to 
Zork. You have been warned. 












































long time ago in a galaxy 
far, far away, those 
JIH people at LucasArts 
began designi»g*an immense space 
strategy game. It took thousands of 
• hours to create and transport to this 
planet, and finally they have 
succeeded in their mission. The 

game has been ort sale irr 
America for a short 
while, and noW we 
W are very fOcl^ to 

^ haye U'ied out a copy 

of the long-awaited Supremacy. 
The questionls, was it worth the wait 
N and the hype? 


•J®)' 

EXtfISIVE 


Supremacy is definitely not a 
game that you can just pick up, 
plug in and-start playing. The 
manual alone is huge, artd 
requires a reasonable amount of 
study before the game itself 
starts making'any sense. There 
are many special features M 
controls involved in its play, 
during which you will manage 
resburces and do battle with the 
enemy, whether you choose to be 
a rebej or on the side of the 
Empire. Thd game can be played 
in three different galaxy sizes: 
one extremely large; one 
extremely ridiculously large; and* 
one vei^y extreriely ridiculously 
large. The game certainly 

represents good value for 
money because it* 


DakLIe nP Lhe Plaiieks! 

# * * 

♦ • 

When in battle, it is very useful to have one* of your special characters on hand to lead 
your ships to give them a«tactical comba^ bonus. You will need fq choose various tactical 
points to %*to, and each ship or g^oup can be*assignedrto tackle any specific ship in the * 
opposing force: Damage to your ships can be monitored, and if a combat is going against 
you, you may be able to withdraw. However, the enemies are liable to fire a few more 
shots at you before you can plunge intp hyperspace! • 

















STAR WARS 

SUPREMACY 


PUBLISHER: 


Virgin 

DEVELOPER: 


LucasArts 

NO. OF PLAYERS 


1-2 

GAME TYPE: 

Space Strategy/TacticaL1 

PRICE: 


£34.99| 


70 


Luke, hearing uoices through his tinitus, 
began his search for The Horse... 


lUi 







will keep you occupied for quite 
some time! When you have 
mastered the easy level, you will be 
able to progress on to the harder 
levels of difficulty. Good luck! 

The graphics at the beginning 
are very special, and LucasArts 
have drawn not only authentic 
images but also a certain amount 
of inspiration from the classic and 
ground-breaking movie series. It’s 
well worth starting the game twice 



so you can check out the visuals 
of both combatants as you enter 
their respective arenas. The music 
too is familiar, those dramatic 
John Williams orchestral passages 
playing for us exactly when they 
should. Atmospheric music also 
continues to play in an ambient 
stylee throughout the game, and if 
it all gets to be a bit too much, 
you are able to turn it down or 
off. At the beginning of play, 



The Empire have coiisirucfed cheap imitafioHS of C-3PO atid R2-l)2 to look after 
their everyday affairs. You kMow, destroying planets and that sort of stuff 



should you have chosen to fight 
on the side of the Alliance, you 
will have to endure C-3PO’s 
frequent witterings and 
reminders. Should it be that you 
have chosen to play the part of 
the Empire instead, they too have 
a similar droid called IMP- 
22 (and another called 
SD-7 who will fulfil R2- 
D2’s role for you) who 
speaks in much the 
same obsequious 
style. It should be 
noted, for the true hard 
core fan, that some voices 
are certainly not the 
originals from the blockbuster 
movies, though close. 

The game contains plenty of 
onboard help, as you will notice if 
you read the manual and play the 
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Star Wars 


Sup rema cy 




game at the same time. C-3P0’s 
interjections always seem to 
come just after you have read 
exactly the same thing in the 
manual as what he wants to tell 
you! All of the messages you 
receive can be stored and 
referred back to at a later time, 
although they do tend to expire 
after a while. There is also an 
extensive Star Wars encyclopedia 
contained within the program to 
help answer whatever queries 
you may have about any aspect 
of the game, and leaving the 
cursor over an icon for a 
moment or two will reveal a little 
help bubble that explains exactly 
what that icon does. Most 
thoughtful of those clever game 
designers. 

Chapter two of the manual 
gives you a series of mini¬ 
missions to complete to enable 
you to familiarise yourself with 
all the controls of the game. By 
the time you have completed the 
second one, things start getting 
interesting. Once you begin to 
master the controls, the plot 
really starts to get a hold of you! 
The clock on the wall speeds 
mercilessly towards ‘time for 
breakfast!’ as the days roll by in 
the game! 

You need to construct 
various facilities, such as mines, 
shipyards, refineries, storm 



troopers, ships, guerrillas, spies, 
espionage agents, droids - you 
name it, you will need to build it! 
There are many undiscovered star 
systems to explore, and you will 
also need more construction yards 
to build everything that you need. 
It does take time, but when things 
are built, you can send them to 


otherwise) of their missions from 
time to time, and all incoming 
information is held as messages 
in a vertical bar down the side of 
the screen. Perhaps when you 
first read the manual you will 
scratch your head because it all 
seems so big and bewildering, 
but the game soon becomes 


The QHiie snun heeni'ies siirprisiiioiil 
easii bo cnnbral. conpulsiue bo plai| 
Hill] reuHriiiiiU uiieii sm'ieMiiiii] iiHirks 


where they are needed most. 

The actual characters from the 
movies appear in the game and 
will help you out by performing 
different kinds of missions for you. 
The success of these missions are 
based upon their specific skill 
ratings for each mission type. For 
example. Princess Leia is a skilled 
diplomat but Han Solo definitely 
isn’t. Diplomacy is one way to take 
over a star system, and there is 
also the brute force option 
available to you. Characters 
report on the successes (or 



surprisingly easy to control, 
compulsive to play and rewarding 
when something works well! 

Exploration of the galaxy is 
essential, and once you have 
established which planets are 
worth colonising, you can set 
about the business of putting 
troops on the surface to give it a 
bit of security. Then begins the 
business of mining and refining 
those crucial resources. Mines and 
refineries need to be sustained in 
a 1:1 ratio, if possible. Refined 
materials can then be used for the 



Sorry about these, but Will aucJ George iMsistecJ on getting their pictures in the inag 
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Hanes in bhe sbars 

A trilogy as successful as Star Wars is bound to spawn a few spin-offs, and as well 
as the plastic figures, comics and books that we ail know about there have been a 
surprisingly large number of computer games over the years. After assuming the 
role of Luke as he takes on the Death Star in the arcades, gamesplayers could 
enjoy the likes of Super Star Wars and Dark Forces on their home systems. 
Recently some of the games have been almost as impressive as the movies... 


















































SECOND OPINION 




construction of whatever you 
need, wherever you need it. Each 
planet has an energy factor, and 
one installation takes up one 
energy ‘slot’ Redundant facilities 
and forces can be scrapped, 
leaving slots free for new 
constructions. If you run out of 
slots on one planet, you can 
move your new construction to 
someplace else. It takes more 
time to start the facility up, but 
you will at least get It eventually. 
If you are truly stuck and waiting 
for a build to take place, you can 
always speed time up. 

Battles in space take place in 
a picturesque cuboid theatre, 
and you can zoom in and out and 
move the camera to any angle in 
order to watch the laser bolts 
flying through the void and 
damaging the ships. There are a 
number of different tactical 
options (with names) available 
to you, and you may pause the 
battle and change them at any 
time you wish. One of the 


options you may choose is to let 
the computer calculate a quick 
result if you are more interested 
in the diplomacy and construction 
side of the game. However, the 
same is also true in reverse,- it is 
possible to let your droids get on 
with building the things you need 
so you can concentrate on 
blowing up the baddies. Ground 
battles seem to be much quicker 


- you either win or you don't 
and there isn’t really a lot of 
action graphically. 

The balance of the game is 
absolutely superb, with there 
being very little to choose from 
between the two sides. Militarily, 
the Empire are stronger at the 
beginning, yet the Alliance are 
able to build their forces more 
quickly with good use of 
diplomacy. Victory conditions 
can be tailored as well, centred 
around capturing critical 
characters and/or bases. 
Supremacy Is fantastic for its 
sheer scale, and it’s hard to do it 
any kind of justice in a short 
review like this. It would have 
been good to spend another 
three months playing it to really 
find out everything that it does, 
because there always seems to 
be more. If you like this kind of 
game, you will absolutely love 
this one, guaranteed. George 




Voda Stories - PC 


Star Wars Monopoly - PC 


Jedi Knight - PC 



I’m a huge fan of the Star Wars films, and 
this might often rose tint my opinions of 
games based on them. In this case I’m 
afraid it hasn't - I don't mind admitting 
that I only spent four to five hours ’playing’ 
Star Wars Supremacy, but I’d barely started 
on the 195 page manual at the end of that 
time. I’m sure that there's a great game 
hiding in there somewhere, and apparently 
George found it, but I’m afraid that any 
game I can sit in front of for over four 
hours without feeling that I’ve achieved 
anything whatsoever is too complicated for 
its own good in my book. To make matters 
worse, I was subjected to the inane 
rantings of an apparently defective C3PO 
for the entire time I was playing - 
delivering messages, offering advice, if 
only I’d noticed the off switch earlier. Star 
Wars Supremacy - for devotees of the films 
and deep, deep strategy games only. 
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Sound 


PLayabiLity 


Graphics 


OVERALL 
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An epic game which will be 
enjoyed by Star Wars and 
strategy fans alike 
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liicoming! A heat-seeker closes in 





The lighting effects are utterly 
gorgeous, but just you mind that lava! 


I n the far future, a freak 
nuclear accident destroys all 
life on Earth. The dead planet 
is stripped of all remaining 
resources and abandoned, leaving 
it to the looters and scavengers 
who pick over the remains 
searching for anything left worth 
stealing - you have probably 
guessed by now the part which 
you play in this game. 


going at half speed once I had played 
Forsaken for a while. This amazing 
fluidity is achieved by Probe’s own 
special 3D graphics software, which 


FnrsHKen iB ijbi| BheBil bP BBi|kliiBQ 
MBB liBue euer seeB tiePBPB 


Riding on your high-tech hover 
bike, you fly through a series of 
huge and superbly detailed 3D 
levels, battling the robotic guardians 
of the dead planet with a battery of 
devastating weapons and trying to 
stay alive long enough to make your 
fortune and your reputation. 

SbnrL ijniir bii[|Iiir 

The 3D graphics engine which drives 
Forsaken is way ahead of anything 
you have ever seen before. The 
sense of movement is so fast and 
fluid you could be forgiven for 
thinking you were looking at a real¬ 
time image from a remote control 
camera. The colours, translucency, 
and high quality texture maps all 
combine to give the game a unique 
visual style which will make all other 
games seem pale and slow by 
comparison. Even my current 
favourite. Quake //felt like it was 


gives the game a frame rate twice 
that of its nearest rivals. 


Tine Piles like en erreiii 

Forsaken is inevitably going to be 
compared to Descent, but there are 
few similarities between the two 
games. In fact the only one which 
springs to mind is that in both 


an /ccelePHknrs 


Like Forsaken, more and more games are being written to take advantage of the excellent 3D accelerator cards currently on the 
market If you don’t own one already, I would have to say that you are missing out in a big way. A card costing as little as a 
hundred pounds can breath new life into games that you may have begun to get bored with. You can double the performance 
of superb games such as Subculture, Plane Crazy and Tomb Raider II, and make your friends who have Nintendo 64s 
jealous of your superior graphics, i would have to say that any PC game enthusiast worthy of the name really should buy 
one of these cards as soon as possible. After all, if you are prepared to pay out forty pounds for a game, you want to get 
the most out of it A card such as the Diamond Monster 3D or the Orchid Righteous 3D can make ail the difference. 


games you fly through tunnels. 
Forsaken is infinitely more playable, 
and great care has been taken in the 
design of the levels to ensure that 
while they represent a challenging 
puzzle in three dimensions, the 
various areas actually look like the 
landscapes they are supposed to 
represent, making navigating your 




































FORSAKEN ' . 

PUBLISHER: 

Acclaim Entertainment 

DEVELOPER: 

Probe 

NO. OF PLAYERS: 

1-15 

GAME TYPE: 

Shoot-’em-up 

PRICE: 

£39.99 





lUhBn the Earth is dEstroyBd in a freak nuclear accident and left to the 
depredations of scauengers, the future is Forsaken. 


way around the twisting tunnels a lot 
easier. There is also a clearly defined 
up and down, both from the pull of 
gravity on your bike and from the 


tracks and detailed escalators, while 
in the prison ship, the walls are 
rusty painted metal complete with 
portholes whilst the floor is steel 


Sn natural that it slips in uniler 
the ttireslinld nP auareness 


appearance of the environment. The 
bikes also have a self-levelling 
feature, so you will always know 
which way is supposed to be ‘up.’ 

Frilih FliRS like n liRiinnn 

The highly detailed texture maps 
which give the various areas their 
distinctive appearance are far more 
varied than in most other 3D games 
around. Instead of the usual brown 
levels and green levels, a lot of 
effort has gone into giving each 
level, and each area within that level 
has its own unique and realistic 
appearance. When you are 
exploring the tube station, there are 
trains sitting abandoned on the 


expansion grating. The warning 
signs on the walls have legible 
writing and the computer panels 
have animated displays. 

in bhrimOh Uie niib ilniir 

As you swoop through cavernous 
halls and down eerie corridors, the 
incredible level of detail becomes 
almost subliminal, but the 
atmosphere of realism thus 
generated adds enormously to the 
quality of the game. There is one 
place in particular which caught my 
eye and will serve as a good example 
of what I mean. At one point you 
come across a room containing a 
pool of water. Drops of moisture fall 


fore 


from the ceiling in a 
random pattern, splashing 
into the pool and making 
ripples which expand out 
concentrically. The sound of the 
drops hitting the water is 
perfectly synchronised to the 
impact with almost casual 
precision. The whole effect is 
so natural that it slips in 
the threshold of awareness 
the first time you fly 
through the room. It is not 
until you have destroyed all 
the enemies in the area and 
can come back to take a 
leisurely look that the amount 
of work that has gone into that 
one tiny scene really hits you. 

This is not just a one-off either; 
that level of quality is maintained 
throughout the game. 

LniiK, kheii're Flnnkinfli 

Many games claim to have 
‘artificial intelligence’ 
controlling their enemies, but 
all too often this just means 
that they duck when you shoot 
at them. Forsaken uses a far 
more advanced system to 
ensure that the enemies 


Super enpines 

Since the advent of games such as Doom and Quake made the phrase ‘3D engine' part of the language, the race has been on 
between games developers around the world to develop the best and fastest 3D graphics software possible. With the 
introduction of 3D accelerator cards to handle the complexities of texture maps and translucency, engjnes have got faster and 
faster. The above mentioned first-person shooters have led to a new genre of first-person strategy games such as BattlezonCy 
but everything from flight simulators to graphic adventures now use some form of 3D graphics. The programmers working for 
games developers often know each other and get together to discuss the latest developments, and sometimes share hints and 
tips. The result is a whole new breed of super-fast 3D engines, of which Forsaken is far and away the best example. 
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which you meet are 
more than just an 
inconvenience. They will 
hide behind pillars and 
ambush you, track you 
down across the 
entire level, opening 
doors and destroying 
mines (even their 
own) to get you. They 
are also wise to most of 
the tactics you may try against 
them - for instance, they will 
refuse to follow you into blind 
alleys. If you go down a dead 
end and try to catch them as 
they come round a corner, they 
will wait outside to shoot you in 
the back as you leave. The 
flying enemies behave in an 
almost birdlike manner, 
flocking in formation around a 
designated leader and 

attpr.kinp a*; a 


group. If you kill their leader, 
they will instantly pick another 
and form up around him instead. 
Airborne units will also 
sometimes follow ground units 
as air cover. The enemy Al is 
capable of anticipating your 
actions, and dodging out of the 
way before you even fire! Some 
enemies are so good at this that 
they cannot be hit with normal 


different characteristics of the 
bikes are quite distinct, and can 
make the difference between life 
and death on some of the 
trickier levels. 

To make staying alive that 
little bit easier, all the game 
controls are fully customisable. 
You can configure the keyboard 
commands, joystick set-up, and 
mouse sensitivity and direction 


The enepiii /I Is cepeble nP 
anklcipeLinil qaur acLlDns 


weapons at all, and must be 
killed with heat-seeking missiles 
from outside the room they are 
hiding in. The sense of menace 
you get from these super-smart 
killers is almost palpable, and has 
to be experienced to be believed. 

NoUihiil sinpie iiniler Urn sun 

Unlike such simplified single 
player games as Quake and 
Duke Nukem, in Forsaken you 
have a choice of sixteen 
different characters, each with a 
different anti-gravity bike, all 
with different handling and 
combat characteristics. Choose 
between Beard, a hard-drinking 
biker on a flying chopper, or 
Nubia, a sexy black mercenary 
woman. All the characters have 
their own stories and their own 
reasons for being there. The 


to whatever suits you best. If you 
are used to flight simulators, you 
can set the game up so it 
handles like a plane, or if you are 
a Quake player, you can control 
movement as you would in that 
game, whatever you are most 
comfortable with. 


Don’t let the bright lights distract you for a second, those flyers are deadly 


Prnhe 


Probe Entertainment have brought us many fine games in their fourteen year 
history. With a back catalogue which includes titles such as Mortal Kombat / 
and It, Extreme G, Primal Rage and The Pagemaster, as well as movie license 
games like Alien Trilogy, 0ie Hard Trilogy, Terminator 2, Robocop 3, Stargate 
and Judge Dredd, they clearly have the pedigree and expertise to develop 
what may well be the hottest game of the year. Their next project after 
Forsaken is a game based on the movie Batman and Robin. 
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I can'l believe it, Quake 11 has finally got 
some competition. Forsaken is the only 
game I’ve seen that competes with 
Quake II in graphical terms, and 







incredibly it’s also just as great to play. 
The game falls Into the Descent genre (if 
there is such a thing) rather than that of 
Doom, but the two are so similar that 
comparisons will inevitably be made. As 
with most games of this type. Forsaken 
really comes into its own In the 
multiplayer modes of play, which include 
several different games as well as the 
usual deathmatch. Personally I still 
prefer Quake II to Forsaken, but I really 
can’t recommend this enough - this is 
the sort of game that 30 cards were 
invented for. It’s also worth noting that 
there’s a two level demo currently 
available for only £1.99. Try it, and I 
guarantee you’ll buy it. 


PC FORCE RATINGS 


OVERALL 


A totally storming game, 
with liquid smooth graphics 
and gameplay to match. 
Single or multiplayer, it’s 
got to be a winner 


Graphics 

Sound 

PLayabiLity 


PowerVR, Riva 128 and the Verite 
2000 range are all catered for, as 
is the phenomenal 3Dfx Voodoo 2, 
which will be in the shops soon. 

Uire shack 

Forsaken comes complete with a 
wider than average selection of 
awesome multiplayer options. 
Playing over a local area network 
or via the Internet, you can join in 
either a normal kill-or-be-killed 
deathmatch, a capture-the-flag 
tournament with up to four teams 
competing, a game of ‘Bomb Tag’ 
or a bounty hunt, where whoever 
has the target is ‘it.’ As well as the 
sixteen single player levels, 
Forsaken also has more than 
twelve multiplayer levels, which 
automatically expand, opening new 
areas to accommodate however 
many people are playing. There will 
be new multiplayer levels 
available later in the 
year, as well as a do-it- 
yourself level editor. 

The developers are 
hoping to set up a 
server where up to 
250 people can play 
online at once. 

I have no doubt at all 
that Forsaken is going to be 
enormously successful, and 
deservedly so. It is being 
released on the PlayStation 
as well, and a version is 
being developed by 
Iguana Software for the 
Nintendo 64. The 
original drum ’n’ bass 
soundtrack is also 
available as an 
album, and is 
well worth a 
listen. Cliff 


pc 

force 
issue 2 


Playing Forsaken online gives you Die most exciting multiplayer action ever seen 


Runs on an abacus 

The level of detail in the graphics 
is adjustable to accommodate 
very slow machines, although this 


I set up a debug mode on the 
game to display the frame rate on 
screen. Even in the middle of a 
frantic battle with several enemies, 
the frame rate never dropped 
below forty-five frames per 
second! While simply flying down 
a corridor with no enemies 
around, the rate was an 
astonishing 76 fps. This is 
approximately double the 


Forsaken is Qnin|] Ln De eonmnuslii 
successFul, and deseruedlq sn 


should not really prove to be 
necessary. While I was trying out 
the game at Acclaim’s stylish 
Knightsbridge offices, I asked if I 
could see it running on a slower 
machine than their P266 
demonstrator. I was taken into an 
office and the game was loaded 
on a P100, with 48mb RAM and a 
3Dfx accelerator. I was astonished 
to find that the graphics were 
just as silky-smooth as on the 
faster machine. 


performance of its nearest rival. 
Although it will run smoothly on a 
standard unaccelerated PC, 
Forsaken is, like many advanced 
games, written with 3D 
acceleration in mind, and supports 
all the major cards, as well as a few 
more unusual ones. 3Dfx Voodoo, 
ATI Rage Pro, Permedia 2, 


AW Ulis anU nnre Inside 

Running the game on the above 
mentioned P266 with a 3Dfx card. 
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M hen Westwood Studios 
released Command 
and Conquer several 
years ago, it seemed to fill a 
massive gap in the computer 
game market. The mix of real-time 
gameplay and hard hitting 
strategy helped to make it one of 
the most popular games ever 
released, and just like any original 
success, others followed in its 
footsteps. The Command and 
Conquer clones have all somehow 
managed to live up to 
expectations - unlike Doom and 



its successors, this style of game 
can be replicated without having 
to copy almost everything that 
was unique to the original. 

The first episode in the Krush 
Kill ‘n’ Destroy saga did not 
disappoint, and the sequel, KKND 
- Krossfire, promises to be more 
of the same, with several 
additions that will hopefully boost 
the gameplay to new heights. 

In the immediate aftermath of 
a nuclear war that ravaged the 
Earth in 2079, two factions 
formed: the militant Survivors, 
who had endured the holocaust 
from the safety of their 
underground bunkers, and the 
grotesquely deformed clan known 
as the Evolved, who had no 
choice but to take their chances 
on the radiation blighted land 
above. As the Survivors left their 



bunkers to explore the surface of 
the planet some 60 years later, 
the two separate clans began to 
battle furiously for global 
domination in a war that cost both 
sides dearly. As the battles raged 
on, small groups from each side 
ran for safety. Eventually, after 
most of the forces from both 
sides had been destroyed, those 
that fled initiated the slow process 
of building new civilisations. Thus 
the next generation was born. 

The year is now 2179, and as 
the Survivors and the Evolved 
expand their colonies, a new war 



A couple of shots from the great intro 
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Ouildind SDCieLii 

When you first buy a building and set It down on the map, you can see It being 
built in various stages until completion, with the remaining time being shown 
through the building’s energy bar. As this becomes full, so the building nears Its 
completion. It is usually a bad move to begin a construction during an attack, 
as new constructions are Initially very vulnerable, this ali means that you’ll 
need to sort out those defences well in advance of an attack. 
































KKND-KROSSFIRE 1 

PUBLISHER: 

MeLbourne House 

DEVELOPER: 

Melbourne House 

NO. OF PLAYERS: 

1-8 

GAME TYPE: 

Real-time Wargame 

PRICE : 

£29.99 
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Let the carnage begin, as me set out to Krush 
Kill, T BestoifiW oner again. 




looks imminent. But now they have 
a new foe; the Series 9 robots that 
survived the blast a hundred years 
ago now perceive all humans as 
the enemy, and having escaped 
the ravages of the last war, they 
have managed to research a 
multitude of deadly weapons. The 
stage is set for the next epic battle. 

Tiiiirs cnf!i|iHiii|, 

tJiree's h ci'niifil 

One of the bigger changes made in 
this sequel is the chance to 
command of any of the three clans 
in the battle for land and power. 



Each clan has a detailed 
background, and as far as the game 
is concerned, they are surprisingly 
different from the others, all having 
their own strengths and weaknesses 
as well as some strikingly different 
units to command. 

For the Evolved, having been 
stranded on the surface since the 
nuclear war, only the strong and 
the violent have survived. The 
destruction of their basic 
infrastructure has given rise to a 
basic dependence on the use of 
more simple weapons and the 
control of other mutated animals. 
Though still fairly weak compared 
to the more advanced factions, 
the Evolved are extremely tough 
and manufacture cheap units and 
structures. 

The Series 9 robots were 
originally designed for agricultural 
work. When the radiation 



destroyed their harvest they could 
no longer function as they were 
programmed and they began to 
malfunction, blaming humans for 
their dilemma. After 100 years of 
research, they enter the new war 
with the most advanced weaponry 
of the time. The major drawback 
is that each unit is very expensive 
and slow to build. 

The Survivors’ ancestors were 
the military leaders of the old 
world who had access to 
underground bunkers, safe from 
radiation. However, due to short 
supplies, they were forced out of 
their safe haven just before their 
war with the Evolved. The 
Survivors have very average stats. 
Being very versatile, they are a 
good clan to choose if you are 
new to the game. 



That pool of bubbling grey liquid 
actually represents oil. This important 
mineral is your main source of wealth 



LaBLind PacLnr 

If you’ve played the game to death and you’re still looking for some new variety, KKND ~ 
Krossfire comes bundled not only with a very easy to use mission builder and an ingame unit 
designer, so that you can build your units part by part, but it also contains a complete unit 
editor, so that now, you can edit ail of the units in the game by changing their various statistics. 
For example, the units visability, range of shot, and power of shot, as well as the more basic 
options such as land speed armour, and, of course the cost of the unit, these are just some of 
the many options that can be altered. 
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KKND-Krossfire 



There are a total of 45 single 
player maps and they’re certainly 
going to keep you busy - even 
the first level for each clan 
proves to be a mission that 
you’re unlikely to finish first time. 
You will also occasionally find 
other allied units in the vicinity. 
These units, though out of your 
control, share the same common 
cause and can be vital to 
success. As in Total Annihilation 
and Dark Reign, KKND - 
Krossfire employs a true line of 
sight, and each unit has a 
particular visibility range so you’ll 
only be able to see what your 
units can see. For example, if you 
have a unit at the base of a cliff, 
you won’t be able to see what’s 



According to Melbourne House, this is what we'll look like after a nuclear war. Hniin... 



happening on the other side of 
the cliff, but when you move 
your units away you don’t lose 
sight of the entire area 
completely, the fog of war 
feature shades the area while 
allowing you to see the 
background exactly as it was 
before you left. The problem with 
this is that the area is not shaded 
enough, and it is easy to forget 
that it’s not visible when there 
could be a huge army lurking 
right on the border. But this 
feature does bring a new 
dimension to the sequel, 
particularly as far as the Al is 
concerned; ambushing is now a 
lot easier to pull off, and as a 
result it’s a lot more common. If 
you get bored with the computer 
however, there are 20 
multiplayer maps available for up 
to eight other opponents 
(including CPU players). 

There are over 55 different 
buildings and units per team, and 
the units vary from infantry, land, 
amphibious and aerial pieces to 



specialised units such as mobile 
radar jammers and the like, each 
having their own individual 
strengths and weaknesses. It will 
take you a pretty long time to 
master every unit in each faction. 
One of the best new additions is 
the player constructable vehicles; 
these vehicles can be vastly altered 
in almost every way, from the 
chassis to the engine or the 
weapons, each vehicle being 
priced according to their parts. You 
can store the better designs on the 
menu so that you do not have to 
create them more than once. 

umi'n (III FJie \mm\? 


The menu is also a much better 
and easier to use system, with 
all of your units being placed in 



The terrains differ only in appearance 


Helping Hand 
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If you’ve ever played any game of a similar ilk (and I’m sore you have), you’ll probably have been quite 
annoyed at times by having to wait for one unit to be built while you build another. However, in Krossfire you 
can build multiple units simultaneously, which is undoubtedly a definite improvement, and, what’s even better 
is the ability to specify exactly how many of each unit you want. Or if that all seems a bit too much effort, you 
can leave the computer to make an infinite amount of them. In fact it’s the whole interface that really seperates 
Krossfire from its rivals, you'll find that everything is easilly accessable, and extremely user-friendly. 
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SECOND OPINION 


hrossfire is a slightly unadveMturous 
release, containing very little in terms of 
originality but plenty of tried and tested 
ideas from other games of the genre. As 
such, I feel that it would be an ideal 
purchase for newcomers to real-time 
strategy, but probably not well suited to 
battle hardened gamespiayers. The three 
different races are all varied enough that 
you’ll want to try each of them in turn, and 
the different landscapes do at least offer 
some much needed eye candy to an 
otherwise quite repetitive looking game. If 
hrosffire had been released twelve months 
ago I would’ve found It much easier to 
recommend, but with games like Ant$or 
Command and Battleione redefining the 
genre at the moment, and the extremely 
promising Dominiom Storm Over GifU only 
weeks away. I’m afraid I can only see this 
appealing to real-time strategy newcomers. 


Graphics 

BL 

Sound 

B5 

PLayabiLity 

BB 

OVERALL 

Out of 100 

A great game, but 

unfortunately HKNO - 

Krosffire is let down by a 

few minor faults 

B7 


I Justin 


different categories (infantry, 
structures, etc.). By firstly 
accessing the category and then 
the relevant unit, the menu can 
be much smaller than those 


looking on the market; there are 
some very neat touches, such as 
half buried skeletons and 
collapsed bridges, all of which 
are beautifully drawn and set the 


Krassrire ie n briilu iiitiHsiiie none, 
ib Mill llbKriillii 


seen in other games of the 
genre, and much quicker to use. 

The roughly triangular game 
map consists of three types of 
terrain: forest, urban holocaust 
and desert, each of which 
corresponds to the homeland of 
a particular clan. Graphically, the 
terrain is amongst the best 


mood very well. The buildings 
too are reasonably pretty to look 
at, but unfortunately the sprites 
tend to ruin all of the progress 
that had been made. Maybe 
because the units for all teams 
have been separately drawn 
there was less effort made on 
each individual one, but though 


they do look reasonably nice, 
they have brought the overall 
graphics score down at least 5%. 

Krush Kill ‘N' Destroy - 
Krossfire is a truly massive 
game. There is so much here, 
it will literally keep you going 
for months. And with all of the 
easy to use editing features, 
when you do finally finish it, 
you can design yourself a new 
one without too much effort. 
Krossfire won’t win any 
awards, but it won't disappoint 
either. It’s a very good game - 
much like the first - and If 
you’re a fan of the original, or 
just the genre, then I would 
strongly recommend you 
check this one out. Will 


Neuemind 

As is mentioned in the review, the graphics are superb. It’s 
the only game of its type to offer 16»Bit graphics at 800 ~ 
600 High'Res. But, just to be picky, some of the missions, 
particularly the Urban levels, have a very strange viewpoint, 
that looks as if it is trying to have two different isometric 
viewpoints at the same time. Sorry. 
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T he cold war between 
games consoles and 
PCs has been raging 
for many years now, but it has 
only recently seen the PC (with 
the help of the 3Dfx graphics 
card) beginning to take the 
upper hand. Now Redline 
Racer joins Formula 1 '97 and 
Ultim@te Race Pro in a series of 
triumphant blows to the likes of 
Sega, Nintendo and Sony. The 
PC is maturing far more quickly 
than its rivals, and if you want 
proof there is no better example 
than Redline Racer. 

With all the impressive 
racing games out there 
right now, new titles in 
the genre have to bring 
a hint of originality with 
them in order to be 
noticed in the crowd. 
Redline /?acer achieves 
this using two wheels 
instead of four, (the last 
game to try 


this was the much praised Moto 
Racer). This might not sound like 
too much of an improvement, but 
you’ll be surprised by the 
massive changes it makes in the 
gameplay. It brings so much more 
to a game that would have been 
pretty damn good even without it. 

When you start you must 
wade through the usual set up 
character routine (i.e. choices 
of team kit, male/female 
rider, etc.), and before 
racing you are given a 
choice of six pretty 
neat looking bikes 
(all of which can 
have either 

























REDLINE RACER 





automatic or manual gears) that 
you’ll be racing at speeds of 
over 200 kmh. The important 
thing is that while all of the 
bikes handle beautifully, they 
all manage to have a 
surprisingly different feel to 
them, so obviously this counts 
as a plus point towards the 
game's lastability. 

Pretty soon it’s time to hit the 
track, and with a choice of ten 


Could thoro really be a game 
set of pretty graphics? 


iln BUCBllenb dane andlne 
ansurBB Uiak bln bop quallbq 
draphlCB dan’b pn bo iiiaaba 


Ubi Soft Entertainment 


DEVELOPER: 

Criterion 

NO . OF PLAYERS; 

1-8 


Bike Racing 


bikes up for grabs there is 
enough action on offer here to 
last for quite a long time. To start 


with there are only a couple of 
tracks available, but once you 
complete them the other tracks 
soon become accessible. Each 


be in for a bumpy ride, and 
since you’ll be riding on sand 
there is the problem of traction 
to overcome - landing 
awkwardly, or at an angle, will 
nearly always result in wipeout. 
The track designs too are 
suitably varied, with agreeable 
differences in road width, 
amount and sharpness of 
corners, overall length, etc. 


course is set in one of four 
terrains: desert, beach, 
countryside and mountainous, 
with each terrain dramatically 
effecting the playing style. For 
example, the Sea Fall Bay 
course, (my personal favourite) 
has you racing around an island 
on the beach. If you stray too far 
from the mainline of traffic you 




H uieu Ln a Lhrill 



Of the four differeftt views on offer in Redtine Racer^ youTf 
find that the traditional overhead panned-out view will be the 
more commonly used, 
but to truly appreciate 
the speed of the game try 
the visor cam, which 
gives you the ultimate 
adrenaline rush. 
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RedLine Racer 



MotioM blurring is used to great effect - you 


really do get a huge sense of speed 

The actual racing can be 
done in one of three ways: time 
trial, network or arcade. The 
time trial option is reminiscent of 
the option of the same name in 
Screamer - it lets you race on 
the track of your choice with the 
hope of beating the record time, 
but without the mayhem of the 
other bikers on the same course. 
Instead you have a guide; the 
driver with the best race time so 
far has his game stored so that 
when you race in the time trial 
you race against a ‘ghost’ of the 
best racer, so you’ll always know 
how far behind you are. The now 
standard network option allows 
up to eight players to battle for 
first place over any of the 
available courses. Unfortunately 
not too much effort seems to 
have been placed on this 
multiplayer option, and sadly it’s 
a fairly basic event. The arcade 
game will be the most commonly 
used of the three, with the 


completion of each track 
necessary to progress to a new 
course, you must race against 
19 other competitors to decide 
the title. 

The problem with Redline 
Racer \s that there isn’t a 
championship option, merely the 
single race, which means there is 
no cumulative effect, so finishing 
last (or any position apart from 
first) simply means restarting and 
trying again until you finish first, 
which you can do without fear of 
jeopardising any previous races. 
This is a shame, because it’s just 
about the only fault there is in 
this game. 

Redline Racer has a pretty 
average soundtrack, reminiscent 

Mn eucellenL Qone 
ensiiree khoL khe 
QraphlRR ilnn'k pa 

of Screamer, with howling guitar 
riffs which don’t really suit the fast 
action. But the engine whines, 
commentary and the yells of the 
bikers as they drive straight into a 
cliff fits in suitably well. 

I’ve avoided it so far, but 
now it’s time to talk about some 
of excellent graphics on display 
here. The phrase has been 
used far too many times before, 
but this really is arcade quality. 



The tracks show some of the 
best lighting and shading in the 
genre, and motion blurring is 
used to great effect - not as if 
you would need it - to give you 
the illusion of speed. Redline 

engine 
knp quBlIkii 
kn UBSke 

Racer is blisteringly fast, almost 
too fast, and when you 
misjudge one corner you’ll 
have just enough time to avoid 
crashing into the next. It gets 









Rriveing along the beach at nearly 200niph 


is probably something that you’ll never do, this is about as close as you’ll ever get 


DriuiRil rnund Lhe Dend 

Jk&rt are a four different terrains in Rediine Racer, each vary not only in appearance, but in road handling as welh 
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Canyon - Gr^>hic^ly Ws the more bland terrain. 
Most of the trades are very wide with plenty 
long straights and a nice high'tractkm road, 
meaning that ffds relatively easy terrak) is the 
best (^^on to tiy out some the fast^ bikes. 



Country^ - The very hiy landsc^ and naftow 
roads means th^ overtaking can cause problems 
to even the most hardened of bikers. The 
tarmacked roads let you keep a good grip though, 
so you woni find too rnany problems here. 
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extremely tense as you bounce 
from one side of the screen to 
the other, desperately trying to 
regain some sort of control. 

An excellent game engine 
insures that the top quality 
graphics don’t go to waste. For 
example, the realism of your 
bike is faultless, and this is 
another reason why this game is 
so much better than its four 
wheeled rivals. Whereas in car- 
based games hitting the walls 
merely meant losing a lot of 
time, only having two wheels 
makes these vehicles much 
more versatile. Hitting the verge 
at a slight angle allows you to 
jump or climb the verge (or 
rock or barrier) with the hope 
of landing. If you land 
successfully then you’ll struggle 
to gain control but, importantly, 
a successful jump won’t lose 
you much time. The problem 
with jumping is that if you don’t 
hit an obstruction mid-flight, 
you’ll probably find that you’ll 
have very little time on the road 
before you do, so you’ll be 



forced to angle your bike a bit 
in order to ensure that you land 
facing in the right direction. Of 
course hitting the verge almost 
dead on as you go round a 
corner separates you and your 
bike and sends you flying 
through the air at high speed, 
forcing you to restart at the 
point of the crash. 

Redline /?acer exudes quality 
from every corner and stands 
right up there alongside 
Formula 1 ’97 and Ultim@te 
Race Pro as head and shoulders 
above the rest. It is a proud 


equal to the equivalent titles on 
the consoles that supposedly 
excel in this area, and with their 
obvious capabilities this must 
count as a signal to Nintendo 
and CO. that if they can’t beat 
the PC at the moment, and in 
their favoured genre, their days 
are numbered, because the PC 
continues to increase in its 
popularity and games like this 
can only draw potential 
customers in the right direction. 

Any fan of racing games with 
a PC powerful enough to play it 
simply must see Redline Racer. 
Take a look at the screenshots 
on this page, imagine the 
smoothest animation, incredibly 
realistic road handling and 
collisions that almost make you 
feel the pain - that’s what it’s all 
about, and it comes highly 
recommended. WiH 



Some of the tracks contaiM fantastic detail, 


especially the beach level, see above. 


Beach - With its waterfalls and 
sandy coves, taking your eyes off 
the beautiful scenery will prove to 
be the most difficult thing about 
these courses. But with some very 
deceiving corners as well as some 
unmarked areas on the tracks, they 
can prove to be quite tricky. 


Alpine - The wide track gives the 
illusion of some easy courses, but a 
lot of the comers are angled at over 
90° really spicing things up, and 
the snow covered track greatly 
reduces traction, making it a very 
dangerous course with the most 
taxing tracks in the game. 



TO 

m 
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I’ve always fhoughf that whizzing around 
a track on two wheels when you can 
have four is a bit stupid really, but 
Redline Racer has shown me the error of 
my ways. Previously the only bike games 
I’ve really enjoyed are the Road Rash 
series - and that’s more because of the 
fighting aspects than the racing. Redline 
Racer easily equals games like Formula 1 
’97 and Ultimate Race Pro in terms of 
graphics, speed and gameplay. If you 
read our reviews of those games last 
month you’ll know that they received 
similar scores, so when it comes to 
choosing one it’s really down to personal 
preference. Redline Racer manages to 
combine realistic looks and handling 
with superb arcade gameplay. I really 
can’t recommend this enough - the 
plethora of secret vehicles alone make 
this an essential purchase for race fans. 



PC FORCE RATINGS 


Graphics 


Sound 


PLayabiLity 


OVERALL 


Simply one of the best racing 
games on the PC, and it’s 


huge fun too 
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M ar Sims are, and to a 
certain extent always 
have been, incredibly 
popular on all formats. Obviously 
Command and Conquer started 
this trend, and subsequent 
prequels have only fuelled the 
interest. All of these games were 
top-down viewing, but the most 
recent trend, as seen in 
Activision’s Battlezone, is to put 
the player right into the heart of 
the action, at ground level. This 
gives the player a more ‘hands 
on’ feel, and adds an element of 
real immersion into the game. 
Some people also say that 
although this looks better, it does 
sometimes make the actual 
gameplay rather tricky compared 
to the simple top-down approach. 

Armor Command gives you 
the best of both worlds. You can 
either go for the ‘on the floor’ 




view, where you have a couple of 
views from behind any unit you 
move, or you can opt for the 
traditional top-down view, which 
is easier when moving your units 
long distances. You can toggle 
between these at the press of a 
button, and this greatly adds to 
the game’s attraction. 

When you first boot the game 
up, you have the option of going 
through four training missions. 
These are vital in order to get 
used to the controls of the 
vehicles and to learn how to 
build various units and 



structures. They are very well 
detailed, and your commander 
takes you verbally through every 
phase of each mission, so you 
know exactly what you have to 
do. However, you can sometimes 
lose track of what you are 
supposed to be doing next, as 



The units in Armor Command arc stranger than most - look at that big green thing. As you can sec, green must have been the programmers favourite colour. Tasty huh? 


SaFeLii in nunbers 

There are many different unlit In Amor Commind, and they are all in pre-determlned groups. 
These are Offence, Defence, Resource, Radar and Mothership. Each of these has between three and 
ten units In them, with the better, stronger units only becoming available as you progress 
technologically. Every unit serves a specific purpose, be It battling or ore transportation, and they 
all must be protected. The all-important Group Units option usually proves to be the best way to 
protect everything. 






























the background music and 
samples can drown out the 
instructions. But this is only a 
minor niggle. Each of the 
training missions covers a 
different topic of control, 
ranging from basic movement 
and battles to proper structure 
building and mineral collecting. 


purposes. Ore allows you to 
build new vehicles and structures, 
another rarer resource called 
Hull Metal is necessary to 
support your space fleet, and the 
third, called Sentinel Metal allows 
you to upgrade your vehicles. 

You can’t mine just anywhere 
either. Special fields are indicated 


movement of units is based on 
the tried and trusted point-and- 
click method, but you can also 
set waypoints, which allow you to 
set several target destinations to 
be visited in sequence. To help 
you see what is where on the 
map, you have a small satellite 
map, which can be enlarged. This 
shows you where the various 
minerals deposits are, without 
giving away which enemy units 
may already be there. The map 
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on the map so you know where 
to mine. This adds to the strategy 
element as you have to mine the 
correct kind of mineral for your 
immediate needs. 

After you’ve done the 
training, it’s time for the real 
thing. First of all you have to 
choose your side. Keeping to 
gaming tradition, you can choose 
from the good guys or the alien 


The action comes thick and fast here - ho sooner have 
you repaired your units than you’ll be off to war again 


lYie war Sim is s weN worn path, travoNed down hy many a g»ne, old and new, good and bad. 
these inchide Conmmd 9nd Conquer^ WmtfwdSt and 2; sM using (Mar control engines as weN the 
popular tofHiown view. Bmimne (reviewed last issue) managed not only to supply the 
engrossing gameplay involved with managing an entire army, but also strayed hxim 
norm to offer a 30 viewpoint (which worked vety weW). AmKT 
topKkiwn and 30 views to please aH sdKiols of thought, and they both work vety well. 


The minerals come in three 
different varieties, each of which 
can be utilised for different 


More amazing lighting effets. 


Far nare cannaad 
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works in the same manner as an 
area covered by a Gap Generator 
in C^C: Red Alert, whereby you 
can only see what is in an area 
while you have units present in 
the vicinity. 

The actual movement of units 
is swift and responsive, and the 
overall game speed can 
be increased or 
decreased in 
s options 
menu. 


vehicle to move to, and the right 
button gives the order to attack. 
However, the intelligence here is 
slightly awry. If your vehicle is 
out of range of the enemy you 
click on to attack, they will just 
ignore the order, rather than 
moving closer. This can be very 
annoying at times, but to 




compensate for this you don’t 
have to click on anything to 
attack. If an enemy unit comes 
within range of any of your 
units, they will attack without 
being told to. This is also handy 
when you are away from your 
base; you can put units around 
your base and leave them to 
protect it, as you know they will 
react if anything comes near. 

Unlike C&C, just getting the 
ore isn’t enough. The procedure 
you have to follow is to build an 
Ore Miner, send it to an ore 
field, and set up the mining 
station. Then you have to sends 
Ore Tugs to collect the ore from 
it and take it back to the landing 
pad for teleportation up to the 
mothership. As with all games 
of this kind, it is imperative to 
keep this operation safe - 
without it you will have no 
funds to build new units. 

You can toggle between 
either low-down view and top- 
down view at the touch of a 
button. This is very handy as 
each view has its good and bad 
points. The low-down view is 
great for fighting battles, but 
lousy for moving long 
distances. The top-down view 
looks bland and lacks the 
excitement of the low-down 
view, but is by far the most 
practical, as it makes it much 



easier to see where you are 
sending your units to, and 
where the mineral fields are. 

Select iiieHiiiifi 

The unit selection idea has 
received a mixed reception in the 
PC Force office. It is controlled by 
the arrow keys on the keyboard. 
You press the down arrow to 
access the unit’s menu, left and 
right to choose from offensive, 
defensive, resource, or all, and 
then press the up arrow to go the 
field. Then move along to select 
the unit you want to control. This 
is very good in the early stages, 
and once mastered it can become 
very intuitive. However, in the 
heat of a battle, when you want to 
move a unit away quickly, it can 



Friendlii Fire 
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As with most games of this calibre, the way to get the best out of Armor Command 
is to play it with some friends. Up to four people can play simultaneously via a 
number of different methods. As you would expect, this really is a gaming treat Not 
that the computer isn't intelligent, but battling your buddies to become the outright 
winner adds a whole new element to the game. There are several very different 
multiplayer maps to choose from, and you all start off even. So if you’re out first, 
you’ve got absolutely no-one else to blame but yourself! 
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take forever to find that one from 
the list that you are offered. 

The basic premise of Armor 
Command \s similar to that of 
C&C. You have to build various 
structures and units to wipe out 
all the opposition you face. As 
mentioned earlier, you have to 
collect minerals to build various 
things, and obviously your 
opponent has to do the same, so 
protection of your units and 
structures is vital to your 
success. The graphics are very 
impressive when you are in the 
low-down view, the structures 
are huge, and surprisingly well 
animated. It is easy to see what 
units are what from this view, but 




go to top-down and it can prove 
a little tricky. The landscapes are 
nothing special, but are 
atmospheric nonetheless. One of 
the best graphical touches is the 
explosions,- they are very 
impressive, and when you blow 
something up you get a real 
sense of satisfaction. The in¬ 
game music is very nice; it 
doesn’t interfere with the action, 
and in a dark room can really 
help set the scene for some 
futuristic action. The same can 
be said for the sound effects. 

The voices and unit firing adds to 
the overall enjoyment of the 
game immensely. 

There are over ten missions 




for each army, so the lastability of 
Armor Command is very high. 

The levels are varied, and have 
both a primary objective, which 
must be completed for you to exit 
the level, and a secondary 
objective, which is optional. As is 
traditional, the further into the 
game you get, the more advanced 
the units you get to control. This 
makes you play the game longer 
as it promises new and exciting 
units at every new level. 

Overall, Armor Command is 
a quality title and can hold its 
proverbial head up high 
amongst the giants of Red Alert 
and Battlezone. Worthy of 
anyone’s cash. Arron 




It’s worJh noting that if you aren't lucky enough to own a 31) accelerator card, your Armor Command visuals will look substantially less impressive than those above 


I see qou 

A feature that is becoming commonplace in a wide variety of 
different games is the option to examine every unit and structure. 
In the case of Armor Command you have a whole library of them 
to browse through. Although this may seem time-consuming and 
rather pointless at first, it can hold valuable information about 
enemy units, including armour points, speed and size, all of which 
are vital when you are about to attack. 
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Red Baron II 





Those itiagHificeiit men in Iheir 
flying machines. From top to bottom 
we can see just how many of them 
were wasted as the sole survivor 
makes his way home! 




D amn right I’m confused. 
For three days I’ve been 
swooping over the 
trenches near Lens, Lille and Arras, 
and the only thing I’ve managed to 
shoot down is an Allied observation 
balloon from 46th Squadron. That 
didn’t stop the celebrations mind 
you, any hit is a triumph as far I’m 
concerned, because in Red Baron H 
kills don’t come easy. This WWI flight 
simulation is not a game for the 
arcade junkie; it requires cunning, 
awareness, meticulous planning and 
a lot of patience. Flow I came to be 
reviewing this game I’ll never know. 

i|iHir Hll|i|iHrH mi 

Unlike in modern flight simulations 
such as F22-Raptor or EF2000, 
weapons operations in Red Baron II 
are controlled manually. In 1916 
HUDs were non-existent, radar 
guidance was something a few 


eminent mathematicians may have 
been dabbling with and ‘stealth’ 
meant wearing a pair of slippers in 
the cockpit. A successful pilot relied 
on nothing but quick reflexes and 
consummate understanding of the 
aircraft they were flying. Therefore, 
in Red Baron lithe player must rely 
on the same attributes, and frankly 
there are problems. 

Firstly, if you haven’t got a 
quality flight stick you will stmggle, 
but even with a decent stick the 
learning curve is unforgivingly steep. 
Actually that’s an understatement: 
the learning curve is vertical. 

The handling of all 22 planes is 
incredibly twitchy, it takes literally 
hours of flying time before pilots 
approach anything close to the 
standard required to consistently 
notch up kills. But to be fair this is 
what Sierra wanted. They’re not 
trying to give players an easy time, 
they’re providing realism and a 


history lesson. These old tri-planes, 
bi-planes and monowings were just 
plain difficult to fly. 

Red Baron II is historically 
accurate insofar as it includes all 
the squadrons, planes, maps and 
names of aces for the period. It’s 
even accurate to the extent that as 
the war progresses new planes are 
introduced. Players also have the 
unbiased choice of fighting for 
either the British, Germans, French 
or Americans. 

Ktliimitmm iiilkti n iirnimiim ijiifil 

Being a fighter pilot in The Great 
War was like playing in the FA 
Carling Premiership; they had 
league tables and everything. The 
Red Baron was the all-time leading 
scorer after notching 80 allied 
kills. Undoubtedly, the Germans 
had the star player, but when it 
came to engineering and 
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Tap DInkes 


O 

Manfred von 
Richthofen 80 kiiii 
The Red Baron was the 
daddy» what can you say? 
Probably the bravest and 
most skilled pilot ever. 


The final Ace standings at the end of the war looked something like this: 

©. 


© 

Rend Fonck 

7S kills 

The most effective Allied 
pilot However, this 
Frenchman was a bragger 
and a bore and hated by all! 


© 

^^Bllly Bishop 
72 kills 

Was actually Canadian. 
Survived the war and 
returned home to set up the 
Canadian Air Force. 


Ernst Udet 
62 kills 

Ernst was a pacifist he 
literally hated fighting! 
So not a bad tally 
considering... 


® 

Karl Aimenroeder 
61 kills 

Killed Gerald Nash, and was 
thus the only pilot to ever 
shoot down a member of the 
RNAF^s famous Black Flight. 
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The Red Baron. Didn’t he kill Baron Greenback? Or mas that Danger Ulouse? 
Our man in the cockpit is just a little confused. 



consistency, the British couldn’t 
be beaten. 

The fact of the matter is that 
being a pilot meant being a star. It 
was the only glamour available in a 
thoroughly joyless era. Red Baron 
//emphasises this by allowing the 
player to develop their pilots’ 
personalities. Medals and honours 
can be achieved, rank can be 
improved and transfer requests 
can be pitched - if you feel your 
current squadron are a bunch of 
fly-boy pansies, then move 
somewhere else. 

Even though most missions take 
place with at least three other pilots 
on your wing, limelight grabbing 
‘Lone Wolf missions can be 
designed on an editor. Doing this 
and flying into enemy territory is a 
sure way of rising to the godlike 
status of ‘Ace’. Of course, it’s also a 
bloody stupid thing to do and lesser 





skilled pilots will soon find their 
destiny in a nameless grave 
somewhere near the Somme. 

I ventured briefly into the 
frightening online version of the 
game, but like Quake II and many 
other online games, you have to be 
absolutely brilliant to gain any kind 
of enjoyment from it. If, like me, 
your showpiece manoeuvre is 
nose-diving into the ground at 
10Omph, don’t waste your time, 
money or patience. 

Hiiiif'rHil yiH Him 

So how does everything else 
hold up? Well, using a P166, I 
experienced a surprisingly 
jumpy ride. The detail and 
texture of objects is excellent, 
but there is the odd shudder in 
the heat of combat which 
certainly doesn’t help when it 
comes to actually hitting your 
target. Be warned: on a P133 



illuaqs Lhe shnunan... 

Th@ ineredibie Dominique Navarre captured the imagination 

of France by ihooting enemy planet with a rifle. He was seriously 
wounded after being shot down late in the war and played no further 
part He eventually became a test pilot, and on July 10th, 1919, while 
practising to fly through L* Arc de Triomphe, Navarre’s aircraft crashed 
« killing him instantly. 





\ 


(min spec) playability problems 
will be encountered. 

Manfred von Richthofen (The 
Red Baron), was finally killed by 
Captain Brown of 209th 
Squadron on April 21st, 1918. 
Oddly enough that’s almost 
eighty; 
anyone 

wants t ^ 

honour 
80th 
annivei 
the Bar 
death t 
Red Be 
then b( 
for a le 
comme 
becaus 
needs : 
serious 
It’s tou: 
for har 
fans or 

you, you'll love it. Keith 




SECOND OPINION 


1 Cliff 

i _ 


While fhi* tllle may be an iHleretting 
cKerci*e Im hi$toriral reroHftrurtion. I 
Nave to jay that I don I ujually buy 
computer games for educational 
purposes. I already knew IHat WW'l 
bi planes were dangerous and difficult 
to fly, whicH Is why I prefer something a 
bit more enioyable. There are plenty of 
flight sIms on the market which offer a 
lot more fun and excitement, and have 
better graphics as well. 

On the subfect of graphics, when I 
ran this sim on my Tllfx accelerated 
P200, I found that the landscape texture 
maps would disappear whenever I fired 
the guns. Graphics bugs like lhat are 
pretty unforgivable in a full price game, 
especially one which has been so long in 
development. On the whole, I found Red 
ffaroH If to be very disappointing. 
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Very difficult to get info and 
graphically jerky in places. Out 
there’s definitely something 
there once you've spent a few 
days practising 
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well, well, it’s 
cartoon-style 2D 
^Bgraphics platform game 
time again! The star of the show 
on this occasion is Jazz Jackrabbit, 
the green one, and his brother is 
Spaz, the pink one... one tends to 
question the sanity of the parents. 
They could easily be cousins of 
that older lapine hero. Bugs 
Bunny. I liked the bloodshot eyes 
and sorry expression of the non- 
selected rabbit, and the smug, 
confident face of the selected 
rabbit in the one-player game. 
Installation was a simple process, 
which is always a blessing. 

In the search for something 
new in the already crowded 
platform game market, this one 
showed nothing very original. It’s 
true that it looks good, the visuals 
are humourous and attractive, the 


action is as fast as Sonic the 
Hedgehog and there are all kinds 
of secrets and challenges for the 
player to discover. The sound too 
is very apt, full of those typical 
slapstick cartoon noises that 
always seem to come at exactly 
the right moment, so well done to 
the writers for that. 

There are a number of 
different scenarios you can 
choose from, and the game 
boasts over 30 levels of high¬ 
speed, action-packed mayhem. 
Some of the scenery is 
destructible, the backgrounds are 
animated and rather impressive, 
and the game has eight-layer 
high-speed parallax scrolling. It’s 
also a very sociable game; up to 
four players can play on one 
screen, up to eight players on 
two screens via a modem, and 
up to 32 players can join the fun 


via LAN or the Internet. With 
three levels of difficulty and a 
level editor, it should keep 
everyone at home and in the 
office entertained for some time. 

In a special PC Force 
exclusive, we spoke to jazz and 
asked him what it’s like in his 
latest adventure. 
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Hheeeeee! 

Here we see Jas having a moment of indecision. “Should I jump 150 feet up there to find the exit, or 
is it to the left? Duh, I can’t remember. That last carrot must have given me short-term memory toss 
again.” Poor jazz, it’s so hard being a cartoon rabbit You may observe something resembling a pin 
sticking into the floor near the bottom left-hand comer of this screen. When Jazz or Spaz pass such 
an ol^ect, they can grab the thing and whirl around it gathering centrifugal force and building up an 
impressive speed before letting go and hurtling across your monitor to one side or the other. When I 
crept down to the park in the middle of the night to try this trick out for myself without the danger 
of being observed by small children, the laws of gravity of the planet Earth were very problematical. 
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just mhen you thought it mas sato to enjoy a nice bagful of carrots... 



SECOND OPINION 





Graphics 

B5 

Sound 

BO 

PLayabiLity 

BB 

OVERALL 

Out of 100 

Another platform game, well 

produced, fundamentally 

unoriginal and more suited to 

younger players 
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Jazz: “Uh, well, it’s not like 
life in your world, y’know. The 
laws of physics operate different 
to how they do in your world. 
For example, I can jump much 
higher and fall much further 
than any rabbit in your world, 
and it doesn’t hurt at all. Our 
carrots are better too; one 
carrot can be maybe twenty 
times my body weight, maybe 
more, I dunno. What would a 
rabbit in your world be prepared 


high speed like helicopter blades 
- a feat we have never seen 
performed by any earthly rabbit... 

“Uh, well, can I drop names? 
Do you know Mutley, Dick 
Dastardly’s fiend (sic)? Met him at 
a party in ’92, great guy you 
know, showed me all his medals, 
and the trick with his tail. That was 
what gave me the idea, so - uh - 
I had a little chat with those nice 
programmer people at Black Friar, 
they’re very clever y’know - uh - 


I null Jiii>i|i i<iiii:ti hliinRi' iiiiii mil 
niicti Furhhei* kliiiii hiii| rHliUiL 
ill i|iiiir iiiiirlil 


to do for such a carrot?” 

We weren’t sure how to 
answer that, so moved swiftly 
along and asked Jazz about his 
special parachuting ability 
achieved by rotating his ears at 


and the rest was history.” 

We wondered what Jazz didn’t 
like so much about his world. 

“Apart from my arch-enemy. 
Devan Shells, the most evil of all 
turtles, it has to be being 


ignored. If the only chance I 
have to shake a leg and strut 
around the place is when 
somebody accesses my disk - 
uh - it can get lonely here, and 
very frustrating. I like to spend a 
lot of time getting interactive 
with you humans in your world. 
You’re so interesting! I would 
like to become a virus so you 
couldn’t put me back to bed 
even If you wanted to.” 

So, there you have it, straight 
from the rabbit’s 
mouth. If you like 
this style of game. 


PLatform games have never really worked as 
well or proved to be as popular on the PC as 
they are on the consoles. There are a few that 
have provided much amusement, including 
Croc and Pandemonium, and this sequel fits 
nicely into that category. There is enough 
variety in the gamepiay to make Jazz fun to 
play, and his little sidekick is also a bit of a 
laugh. The sound is what really got me with 
this one, along with the detailed graphics. 
Okay, so we have seen all the moves before - 
those speed swings are reminiscent of Sonic 
and I have seen Earthworm Jim do similar 
tight rope tricks with certain parts of his 
anatomy, but Jazz does have a style of his 
own, and you can’t knock him for that. The 
game is a decent enough platformer, but now 
with 30 games like Croc about, along with the 
superior Abe’s Oddysee, there are a few other 
games you should consider when adding to 
your platform game collection. 


jazz 

Jackrabbit 2 will 
be a strong favourite for 
some time. And if you 
don’t, beware the 
rabbit programme. 
George 


ilnd Par nq neHL brick... 

The architect for this building must have been a very strange person. 

However did he manage to build those large brick structures with 
foundations in the air? Every construction company in the land will want to 
pick the person’s brain and find out how they did it In a few years, %vho 
knows, maybe you really will be able to live in a castle in the air! Hopefully 
it won’t be as hazardous to live in as this one, with its fire-breathing 
dragons, bats and anvils that fall from the ceiling. Still, there’s nothing 
quite like living dangerously. 






















































Dear, oh dear, oh dear. How can this be 
expected to compete with Tekketi 3? 



I t seems as though consoles 
have got the edge over the 
PC market in the beat-’em- 
up genre. No, they don’t seem to, 
they definitely have. The PC is 
very weak in this field. Strategy 
games, football games, even 
driving games at a push, the PC 
can hold its own. But beat-’em- 
ups, it is lacking badly. Look at the 
evidence: C&C: Red Alert on the 
PC is far better than on the 
PlayStation. FIFA ‘98 is superior 
on the PC also. But now look at 
the fighting games: All the Street 
Fighter games have been awful on 
the PC, compared to extremely 
good on the ‘Station. The same 
goes for the Mortal Kombat 
series, and for all intents and 
purposes Last Bronx is about to 
add itself to the list. 

Initially the game looks 
promising. There are plenty of 
options for you to choose from. 


and you start to think that maybe 
this game can break away from 
the mould. However, when you 
start playing, you are forced to 
think again. 

As is always the case with 
Sega beat-’em-ups, they rely too 
heavily on graphics and not 
enough on gameplay. The 
characters look lovely and the 
backgrounds are very 



impressive. But unfortunately 
that’s where the praise ends. The 
characters movements are not 
very fluid and the gameplay is 
very poor. You don’t get a feel 
for the characters, so boredom 
sets in very quickly. 

It seems that there are two 
types of beat-’em-up player: The 
ones who prefer the Tekken 
series, and the others who favour 
the Virtua Fighter Trilogy. It is very 
rare to find people who like both. 

I myself belong firmly to the 
former group, and as this game is 
in the latter’s vain, I find Last 
Bronx exceedingly dull. 

There doesn’t seem to have 
been a great deal of thought put 



The charecLere 

As with every fighting game, Last Bronx offers a number of different characters, all with 
their own fighting styles. There’s even a female police officer, complete with nightstick and 
uniform. This game sticks to the tried and trusted formula of one main hero, a few weird 
characters and a couple of female fighters. Even here the game has nothing new to offer. It 
does seem to be the trend that women in games are always incredibly beautiful, scantily- 
clad and large breasted, and Last Bronx follows this to the letter. Mind you, so does almost 
every game around at the moment! 
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The latest beat ’Em up to try its luck on the PC. 
Can succeed mhere others haue failed? 






Hmmm... not a lot happening here. Vou can see here just how bad the graphics are 


into this game. It screams of a 
cheap rehash of the Virtua Fighter 
game engine just to make a quick 
buck. There is nothing new, 
nothing that really leaps out and 
grabs you. The moves and combos 
are incredibly simple to perform, 
almost insulting at times. Having a 
‘combo’ that involves pressing the 
punch button three times rapidly 
that can do up to 40% damage is 
ludicrously juvenile, and seeing as 
Last Bronx is aimed at the mature 
PC market, the game seems to be 
very unsure of its audience. 

I could see this game 
appearing on the Sega Saturn and 


receiving a good response. Young 
kids will love this game, as 
button-bashing is the name of the 
day. But for mature PC owners 
this game is just too simple to be 
fun. This game lacks the subtlety 
of Tekken 2; there are no real 
tactics, and you cannot tell the 
difference between a beginner 
and someone who has been 


moves, you don’t get the feeling 
that you are damaging your 
opponent. You do a move, your 
opponent falls back. That’s it. 
Where are the explosions 
indicating a powerful hit? Where 
are the oh-so-sick but oh-so- 
satisfying sounds of bones 
crunching? Sadly absent. Mind 
you, this isn’t a fault of the PC 
version of Last Bronx - all of 
these flaws were present in the 
arcade game, and this is a 
perfect port. 

The iHSb hiirrehP 

Hopefully this will be the last of 
any Sega beat-’em-ups, and with 
any luck the last poor PC fighter. 


I really don’t understand why every beat- 
’cw-up on the PC is so second rate when 
compared to similar titles on other 
formats, most notably the Sony PlayStation. 
As a rule, most of the games that have 
appeared on both formats, e.g. Duke 
Nukentf Motorhead, Theme Hospital, Sim City 
2000 and Formula 7 '97, tend to look a lot 
better on the PC. It’s true that Last Bronx 
was never going to be a classic given that 
the arcade game was mediocre at best, but 
it’s frustrating that the PC doesn’t yet have 
a fighting game that even comes close to 
the original Tekken on the PlayStation, let 
alone the superb Tekken 3 that we’ve Just 
got in from Japan. For those of you who are 
waiting for a decent PC beat-’em-up. I’m 
afraid the wait continues. Maybe Bark Rift... 


LasL Ornnu screans aP a cheap 
rehash aP bhe Uirbaa PiphLer 
pane eapiae 



playing it for months. This would 
be considered a good thing for 
young people with a Sega Saturn, 
but these same features are the 
game’s downfall on the PC. 

One of my major qualms with 
Last Bronx is that the special 
moves are not rewarding 
enough. You just don’t feel your 


With the recent release of Tekken 
3 on the PlayStation, Last Bronx 
looks extremely second, or even 
third rate. As long as games like 
this keep appearing, and games 
like the Tekken series remain 
fixed in the console market, the 
beat-’em-up genre on the PC 
looks doomed. Arron 



Dnopied Ln be FnrpnbLen 

Last Bronx is the latest addition to the home beat-’em-up market. Its competition is very steep, mainly from the 
console market. This genre is almost becoming flooded, and to stand out requires a game to be one of three things: 
controversial (the M/f series); original {Total 2); or just incredibly playable (the Tekken series). Unfortunately, Last 
Bronx falls into none of these categories. It is a bland, 3-D beat-’em-up. Nothing here makes you want to play it 
until the small hours, challenging your friends to many a two-player session. Also, it could not be released at a 
worse time, as the jaw-droppingly good Tekken 3 has just hit the PlayStation. This is definitely destined to gather 
dust in a hurry. 
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Last Bronx isn’t sure who it’s 

EiE 

aimed at. Not dire, not great. 

Just average 
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Actua Golf 2 






Only with Actua Golf 2 are you allowed 
to have a laser site attached to your 
golf club! 


olf games are seemingly 
ten-a-penny at the 
moment. The market’s 
getting kinda flooded, maybe 
even bogged down in the 
proverbial mire, so Gremlin go 
and release Actua Golf 2. How 
many varieties of golf games 
can the developers come up 
with? When will it all end? Hit 
the ball, try to get it down the 
hole, wear some daft trousers 
and watch your caddie struggle 
with a ridiculously oversized 
bag. That’s real golf. But 
thankfully, Actua Golf 2 is 
nothing like that. This game is 
arguably the best golf game I 
have ever played. 

From the moment you boot 
up the game, you know this is 
not your usual run-of-the-mill 



golfing game, this is an 
experience. First of all you are 
presented with the menu 
screen. Here you can go straight 
into your desired game type, be 
it Practice, Matchplay, Skins, 
Fours - all the usual modes are 
here. But before you go diving 
in, take some time to set up 
some options. The traditional 
club selection, sound effects 
and graphical options are all 
here, and so is a new idea. You 
can actually design your golfer. 
From his skin type and trouser 
colour right up to whether he 
wears a hat or not, and if so 
what style and colour should it 
be? All of these are yours to 
play around with so you create 
the perfect looking golfer. 

Anyway, once you are 
optioned up to your heart’s 
content, pick your game mode 



air balloon rising majestically into 
the clear blue sky. It’s details like 
these that really make this game. 
It is clear that a lot of time and 
effect has gone into making this a 
quality title. 

Before I started playing this, I 


The i:niiii)ieiibnknr8 sbaiiiier, 
Dan Him Hhh, hhH eueii chiinkle 
bo bhepiselues 


and it’s into the action. The first 
thing here that strikes you is the 
gorgeous, and I mean gorgeous, 
graphics. The trees and fairways 
are highly detailed, and the 
mountains in the distance are 
nicely blurred and there is many a 
layer of parallax scrolling present. 
The streams actually flow, and the 
trees sway gently in the breeze. 
There is even an occasional hot 


was dreading the one thing that 
almost every other sports game 
tries to recreate but fails 








“lb's a Deaubijl" 

Not only are the actual background graphics well detailed, but so are the players. Their body language 
tells you what they thought of the previous shot. If you strike a bad slice or hook shot, they will thump 
the ground with their club in anger. Go slightly awry and they will shake their head. Putting reveals the 
widest range of emotions. Run it incredibly close to the hole and they will bend their knees and hold 
their putter up as if they are saying *yea...ohhhhh’. Go under par, and Ihey celdirate in increasif^y 
elaborate fashion depending on whether they scored a birdie, an eagle, or an albatross. After your 
opponent has Just putted and it is your turn, you still see their character on the green, rather than them 
just disappearing like most other games. 




































ACTUA GOLF 2 

PUBLISHER: 

Gremlin 

DEVELOPER: 

GremLin 

NO. OF PLAYERS: 

1-4 

GAME TYPE: 

GoLf Sim 

PRICE: 

£39.99 


Another golf game marches mith 
mell deserued confidence in the 
direction of the PC? 


miserably: the commentary. I 
needn’t have worried. For me, this 
is what sets this game apart from 
all the others I have played. The 
commentary is done by TV golf 
legends Peter Allis and Alex Hay. 
Their speech is lovely and 
soothing, and it has emotion in it. 
It really does sound that they are 
watching, not just a computer 
generated voice. All their 
wonderful idiosyncrasies that 
make them sound genuine are 
included as well. They stammer, 
they ooh and ahh, they chuckle. 
Everything. But the main thing 
they don’t do, which all the other 


Before you tee off, take the 
time to watch and listen to the 
flyby commentary. On most 
games the flyby is a few lines 
stating the bloody obvious 
such as, ‘You don’t want to go 
into the water’ or ‘Avoid the 
bunkers’. This is not the case 
in Actua Golf 2. The flyby is 
very in-depth, and wonderfully 
described by the use of 
perfect adjectives. Unlike 
other games you don’t feel the 
urge to skip it, you want to 
listen to it all. It really is a 
touch of genius getting Allis 
and Hay to commentate. 


Unu euen ||bL Lhe occHslonal 
noo OP n iieai'bii coiii. 

The uLbenLion La ileLail is superb 


games with commentary suffers 
from, is repeat the same lines 
over and over. In fact there are 
over 3000 different speech 
samples, and while doing this 
review the only time I heard the 
same line was when it was a 
regular thing such as a ‘par five’. 
The actual shot commentary was 
different every time. 



The sound effects in golf 
games always use to be the 
thwack of the shot, the bump as 
the ball landed, the rattle as it 
sunk in the cup, and maybe some 
very dubious instant applause. 

Not here. This game features 
some of the most relaxing 
samples I’ve ever heard, such as 
the wind whistling through the 
trees, birds twittering happily, and 
the amazing lapping of water. You 
really do think that your speaker 
will start flowing forth a gentle 
stream past your mouse. And, as 
with the commentary, it’s not just 
the same sample repeated over 
and over. They really do sound 







different. You even get the 
occasional moo of a nearby cow. 
The attention to detail is superb. 

So, it all looks and sounds 
lovely, but how does it play? 

Well, the answer is good-ish. 
Actua Golf 2 uses the 
increasingly common trend of 
aiming your shot with a large 
arrow, which determines where 
you want the ball to land. I 
personally do not like this at all. 

It is very fiddly to get the exact 
distance and line you want. I 
prefer having a cursor to aim 
your shot, and your own skill to 
determine the distance, with 
every club having a maximum 
range, and you judge your power 
accordingly. You still have to set 
the power on Actua Golf 2, but 
it’s not as important as I feel it I 



The arrow indicales the cJirectioti of 
your shot. Remember to allow for wind 
and the break of the green 


‘1L'8 80 reoH" 

The smallest things can really make a game, and it is often these things that get overlooked. Not here 
In Actua Golf 2 - there are tiny details by the dozen. The best of these is something that is hardly 
ever shown in other golf games. When you are putting, or are following your opponent’s shot, you 
still see him/her where you last saw them. This may sound pretty straightforward, but it seems that 
in most golf games there is a time delay between your opponent putting, and you taking yours, so 
you never see the other player. Not here. This is real-time, and you see your opponent regularly, 
whether he/she is cursing, striding confidently to the next hole, or just standing there trying to put 
you off subtly. Things like this add massively to the game’s overall appeal. 
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SECOND OPINION 




Actua GoLf 2 




WiLL 



two click method, where you 
click and hold to set your 
power, then release and click 
again to strike the ball. The 
three click method is the most 
common, and my personal 
favourite. It involves clicking to 
start, click again to set power, 

unen pubUiiH Lhe liall ilaesii'b seei'i 
Ln be HiiiHi'e nP Priebinii. 

IbJuBb cerries nn Qninil iiiben ib's 
speed SBi|s ik sbouldn'L 





should be. The only other 
fault I find is the putting. You just 
don’t get a sense of touch when 
you putt. The green contours are 
not very accurate, and the 
animation of the ball is very 
poor. It doesn’t roll, it just 
moves. It’s hard to put into 
words, but it just doesn’t look 
right. The ball doesn’t seem to 
be aware of friction, it just 
carries on going when its speed 
says it shouldn’t. But believe me, 
they’re the only slight flaws in 
this otherwise astounding game. 

Tiiin Rllnk nr nnK Kiiin Rlick 

Keeping in line with other 
recent golfing releases, you 
have a choice of three styles of 
control. You can use the easy 


and once more to strike the 
ball. The third method, and 
arguably the hardest, is the 
‘Actua Swing’, whereby you 
move the mouse slowly back, 
representing the backswing, 
then bring it across straight and 
sharp, acting as the downswing. 
It is very hard to hit the ball 
straight using this method, as 
your hand will naturally curve 
downwards slightly near the 

imiazaH 


When I read this review after playing 
the game I was surprised to see that 
Arron rated it as high as he did. Not 
that it’s a bad game, but there are 
several annoying features that ruined 
it for me. The shot guide always 
seemed to get in the way of the view - 
maybe a more transparent line was in 
order - and the general control system 
was slightly flawed, especially when 
putting was involved. The commentary 
is nicely varied, if slightly annoying, 
and the graphics were very nice, but 
then most golf sims these days tend to 
hold their own in that department. To 
sum up, Actua Golf 2 is a great game, 
and a recommended buy if you're a 
fan of golf. But if you’re not, then 
although you’ll find plenty of 
enjoyment here, it’s not a game that 
you’ll be raving about for ages. 


end, thus adding hook or slice 
to your ball. 

Overall, Actua Golf 2 has 
restored my faith in golf games. 
This is a superb game, and 
anyone who likes golf should go 
out and buy it. This is the 
benchmark for attention to detail 
for all future golf games and a 
worthy sequel to the already great 
Actua Golf. Arron 








Phew! Nearly in the drink. Look at the gorgeous reflections in the water, I say we forget the golf, strip down to our undies and take a quick dip. Who’s up for it? 


nenenher ynur ranks 

Boy, it seems like yesterday I was spending my Sunday afternoons playing Leaderboard on the Speccy when I should have 
been doing my English essay. This was where the golfing genre really got noticed. A couple of sequels followed, and in the 
years that followed the big name was PGA Gotfon the Sega Mega Drive. For me, PGA Tour Golf 3 was my golfing god until 
this moment. Other games, such as Microprose GoK, came and went, each bringing 
something new to the genre. PGA introduced green grids, Mkroprose brought along small 
details, including changing your feet position, and adjusted the tee height The most 
noticeable improvement of recent times is the appearance, which has gone from strength 
to strength. However, the gameplay seems to have been left behind slightly of late. 
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A superb golfing experience. 

Amazing sounds and graphics 

more than making up for 

occasionally suspect gameplay 
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Mmm... Camping holidays have 
changed since I was a lad! 


/ W \ 

i ^ ^ jf ' !• ' --f 

... 


F orget pretentious 

introductions, Obsidian 
gets straight to the point 
by immediately plunging the valiant 
adventurer into the unnerving 
atmosphere of a pleasant forest 
clearing. The birds are singing. The 
sun is beating down. It looks like 
the kind of place Yogi Bear would 
meet the Teletubbies for a secret 
picnic, but clearly not the sort of 
place you’d expect a futuristic 
adventure to spring from. 


Uhi|P Uhi|P Liiah 

A curious exploration of the area 




reveals a large, black, pointy rock 
sticking out like a tourist on the 
London Underground. Further 
rummaging around inside what 
appears to be a Eurohike 220 tent 
uncovers a laptop computer. 
Examination of the computer is 
the closest Obsidian comes to 
providing an introduction. It 
reveals the player’s character as 
Liiah, a scientist, who together 
with her colleague Max, created 
Ceres, an intelligent satellite that 
has saved life on Earth in 2066 by 
restoring the battered ozone layer. 
This camping trip in the forest is a 
chance to relax and celebrate... 

However, it’s not long before 
Max’s bloodcurdling scream echoes 
through the trees. Rushing to the 
rock (or should we say the 
Obsidian) to investigate, Liiah is 
somehow engulfed by its gleaming 
black walls, and the next thing we 


know we’re inside some kind of 
giant brain... with no sign of Max. 
The initial graphical sequence 
depicting the entrance to this 
bizarre electro-brain-like world is 
like looking through some kind of 
mad fractal kaleidoscope. The effect 
is excellent; shame then that the 
rest of the game is such a let down. 

SIK hiink onn Pall aaleep 

Like Riven, Buried in Time 3 and 
others. Obsidian is a point and 
click affair where you sit back, 
click on a certain part of the 
screen and watch the show. The 
interesting thing about Obsidian is 



Nbh ^ Liiah... 

“We’re on a camping holiday together and we've got separate sleeping bags. Why is that?” 
“Because you didn’t bring a change of knickers.” 

“Oh!” 


“And I don’t like you anymore.” 
“I see!” 



“I’m going to play with that big, black, dangerous-looking rock over there.” 
“Go on then. I hope you fall over and die horribly.” 

“So long smelly...” 

























OBSIDIAN 

PUBLISHER: 

Segasoft 

DEVELOPER: 

Rocket Science 

NO . OF PLAYERS: 

One 

GAME TYPE: 

Adventure 

PRICE: 

£29.99 


Camping’s dull at the best oi times, and euen a good dose of 
puzzle soluing doesn’t make it fun on a PC! 



that it has no icons,control panel 
or anything. Just the view before 
you and that’s it. The player flits 
robot-like from one confusingly 
drawn location to the next, picking 
things up, putting stuff in slots or 
pulling levers. The movement is 
very smooth and quick, like 
you’d expect it to be, but the 
graphics seem to lack solidity or 
imagination. Whereas the first part 
of the game is spectacularly un- 
futuristic, the rest of Obsidian is 
stereotypical sci-fi pulp. 

The puzzles don’t seem logical 
either. Obviously contrived on the 
basis that nothing else could be 
thought of, the problems seem 


I - I 



forced rather than a natural 
sequence of events. For example, 
the first obstacle the player comes 
across is an extendible footbridge 
that doesn’t quite reach. Right, fine. 
It’s got to be some kind of crowbar 
levering thing, it always is. Wrong. 
You need to find a document. To get 
the document you must go to the 
library where paperwork is filed 
under anagrams rather than real 
names. Once you’ve solved the 
anagram puzzle and found the file 
you need, it then has to be given to 
some computerised civil servant 
geekazoid bloke beyond a maze of 
offices. It goes without saying that 
finding this Max Headroom-like 
character is a thankless task that 
involves speaking to various 
automated clerks in various stages 
of what can only be silicon-neurosis. 

One possible explanation for this 
imperfection is probably something 
to do with the fact that the whole 
brain-like world is evolving too 
quickly for its own good and flipping 
out a bit. It’s bureaucracy gone mad. 
Ordinarily this slant on the idea of 
flawed idealism would be more than 
acceptable as a storyline, but when 
the idea effects the gameplay so 
negatively, you wonder why the 
story was pursued at all. The fact 
that you have to solve the puzzles to 
watch how the story develops is 
highly annoying, and that can’t be 
right. Obsidian is endured rather 
than played. 



Looks like the programmers are fans 
of Pilot Wings oti the NiHtendo 64 


The further you progress, the more 
surreal the sub-games become. 
Some are simple reflexive arcade 
games, others are more strategic. 
Either way, trying to solve them is 
not the most enjoyable way to 
spend an evening. The underlying 
theme of how futile and pointless 
bureaucracy is slowly grinds the 
player down. This laboured point, 
like the humour of the game, is 
hammered home so forcefully it 
becomes painful. 

The only thing that sustained 
interest was a friendly little 
terminal offering soothing relief 
in the form of a few basic word 
games. I gained more enjoyment 
teaching this backward computer 
the names of animals than I did 
trying to solve the bland, soul 
destroying puzzles that linked 
the rest of the game. Even fans 
of the genre will find Obsidian 
too fiddly to enjoy. 

Games of this genre must be 
interesting, original and playable 
to succeed. Obsidian is none of 
the above. KeMi 


I fouHtl that although Obsidian does 
contain some of the most pointless and 
annoying puzzles in its genre and has a 
particularly poor control system, I was 
somehow drawn into the strangely 
sinister story that was evolving around 
me. Just like a good film, the plot is only 
revealed in small parts, so you find that 
to start off with you don’t know much 
about what’s going on, and there’s a real 
sense of achievement as you slowly 
uncover parts of the story. In fact, in this 
respect it's almost reminiscent of my 
favourite Amiga game, Beneath a Steel 
Sky. Rut it’s all wasted because the 
game is so user-unfriendly - as soon as 
you get stuck you’ll find that although 
you want to know what happens next, 
you really can’t be bothered to pot In 
the effort to find out. 
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S im SafarR When are the 
Sim games going to 
end? Sim Farm, Sim Isle, 
even Sim Ant! What can we 
expect next, Sim Pub? 

Anyway, down to business. 
Despite my last remark, the Sim 
games have always provided a 
real challenge, and the Sim name 
always guarantees a very detailed, 
well researched game. This 
latest installment puts 
you in the place of 
a safari ranger, 
who has to 
successfully 
manage an African 
safari park. The twist to 
this game is that you don’t 
have the park to worry 
about, you'll have to 
build and run a 
visitors’ camp 
where your 
tourists can 
stay and relax, 
as well as 
keeping a 
neighbouring 
native 
settlement 
happy. Let’s 

a InnU at 


^i*e Uie iHilfiiiiis ruiii)i 

The biggest part of Sim Safari is the 
park itself, which is where your 
animals live. As with previous Sim 
games, the attention to detail is 
amazing. Not only do you have a 
huge number of mammals at your 
disposal, you also have at least a 
dozen different kinds of tree, loads 
of birds and reptiles to add variety to 
your park and a wide selection of 
shrubs and grasses to feed your 
herbivores with. The key to keeping 
your animal population up is to 
understand the food web. An option 
in the game allows you to see at a 
glance how many of each animal. 


on what eats what. You have to 
make sure that you ‘build’ plenty of 
grasses and trees and also include 
lots of water for them to drink. 

To attract tourists, you have to 
have plenty of the ‘big five’ - lions, 
leopards, buffalo, elephants and 
rhinos - but these alone will not 
bring in the hoards. You need variety 
in your park, so ‘constmcting’ some 


JISS liliUl Stall lllil'IKK. IJIR 

iibbRiiLiaii kii ilRkiiil iB iiiiitiztai|] 


plant and tree you have in your 
park. This screen also tells you If 
your animals are being over eaten or 
starved, so you can add or remove 
predators or prey as needed. 

The game comes complete with 
information on every creature in the 
game, all accompanied by their own 
sound clipping. This may seem just 
a frivolous little extra, but it actually 
provides you with vital information 


crocodiles, ostriches and meerkats 
Is also a must. Luckily, you have an 
assistant to help you keep the right 
levels of each animal up! 


50 
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issue 2 


Unu're nnL alnne 

In each of the three areas you have to manage, you have an advisor on hand to *ass^’ you and to 
make sure you doni make any critical mistakes. The gamekeeper for the park teHs you what 
animals you need to build, how many poaching incidents there have been, and how the big five 
are gokig. When you go to your tourist camp your business manager is there, looking stem-faced 
the majority of the time. She tetfs you how your finances are doing, and the general mood of the 
tourists. The shaman of the local native vi^e tels you how his people are faring and how much 
poaching is happening. The advice of afl three is very important to your overaN success. 
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SIM safari" 



PUBLISHER: 


Electronic Arts 

DEVELOPER; 


Maxi s 

NO. OF PLAYERS: 


One 

GAME TYPE: 


Sim 

PRICE: 


£29.99 


Pincers nn Duzzers 

just in case things are getting a bit too hectic for you in the 
park, you can always take time out and have a go at the Sim 
Safari quii, lliis is obviously aimed at the kids, although some 
of the questions are fairly tricky. You can learn a lot about the 
different kinds of animals here, but is it really necessary to 
the game? Probably not, but it’s a nice idea all the same. 


Graphics 

Sound 

PLayabiLity 
OVERALL 


A superb Sim game fhat 
combines three separate 
management ideas 




Justin 


Ntiere tiiiriHiis rniii)i 

Your camp is almost another Sim 
game in itself, albeit on a much 


llnce i|nii Ueb Ui ||rlpB iiiUJi 
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This is where the game’s only bad 
point becomes apparent You’re told 
this game is aimed at kids, but 
managing your park’s eco-system 
can be tricky for a hardened 
gamesplayer, not to mention a young 
child. You’ll keep finding carcasses all 
over your park, meaning that you’ve 
got too many predators, but then 
they’ll all leave as you no longer have 
enough prey for them. This is a very 
tough balancing act, which can only 
be mastered with a perfect 
understanding of the food web. 


smaller scale. You have to build 
accommodation, eateries, swimming 
pools, outhouses and various other 
comforts for your tourists - if you 
keep your people happy, they’ll stay 
longer. Just as with the park, you 
have an advisor on hand to make 
sure you make the right decisions. 
She informs you of the mood of 
your tourists and you can also check 
your finances with her. Paths need to 
be built within the camp to get to the 
buildings you construct, and roads 


tells you what they’re currently 
working towards. 

Throughout the game the 
graphics are extremely detailed and 
you’ll never lose track of what you’re 
looking at. The music is very soothing 


need to lead to the park, so the 
tourists can get to the main 
attraction. You’ll also have to provide 
transport for them, and depending 
on what class of people are coming, 
this will take the form of two or four 
seater jeeps. 

The final area for you to look 
after is the native village. You don’t 
actually run this - they can do that 
for themselves - you just have to 
keep them happy so they don’t 
start poaching your animals. This 
village is also where you get your 
staff from, and the more you 
employ, the higher the village’s 
standard of living becomes and the 
happier the villagers are. Here 
again, you have an advisor, the 
wise man of the village. He informs 
you of the mood of his people and 


and the animal noises are very 
accurate. This also makes them rather 
dull, but then again, how good can 
you make a rhino’s bellow sound? 

The most important factor of this 
game though, is the playability. It’s 
spot on, and once you get to grips 
with the controls, you’ll never get. 
irritated by the gameplay - only at 
your own foolishness for putting an 
extra 20 lions in after thinking that 
they wouldn’t harm your buffalo if 
you put them far enough away. 

Overall, this is a superb 
title that you’ll be 
playing for a long 
time to come, but 
don’t buy it for 
the children, 
buy it for 
yourself! Arron 


Whoaf I think Arron^ been a little bit 
generous here! The idea behind Sim 
Safari is all well and good, but for a 
game that’s obviously aimed at ' 
younger gamesplayers, this is just too 
difficult. Sim Safari is one of the 
hardest games I've faced for a long 
time - running the camp and keeping 
the local village happy Is a walk In 
the park, except that saying becomes 
incredibly ironic when you attempt to 
populate the safari park in the game. 
Animals eat each other (which, 
incidentally, you don’t actually see), 
leave the map, and more often than 
not seem to simply disappear from 
the map when your back’s turned. 

I'm all for alien abductions, but not 
where endangered species are 
involved, and not in the middle of 

me playing a 
game. 
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Ski Racing 
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A couple of pretty pictures to get your 
mouth watering. Generally the graphics 
are very impressive, and Picabo Street 
(what a name), features quite a lot, 
offering plenty of help. How nice... 
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I nterest in snow baseci racers 
and sports sims has really 
picked up recently. However, 
a lot of these games are 
snowboard based, so especially 
for all you skiers out there, the 
boys at Sierra Sports have put 
together this slick little title with 
an apparent emphasis on 
simulation and realism. 

Ski Racing g\yes you the chance 
to practice your downhill skiing in 
four different tournaments: 
Downhill, Slalom, Giant Slalom and 
the Super Giant Slalom (otherwise 
known as the Super G). While the 
Slalom and Giant Slalom mainly 
require lots of technique and 
perfection of your turning skills, the 
Downhill and Super G rely on your 
being able to use control at high 
speeds. Perfecting these skills is 
not as simple as it seems - to start 
with I was doing about as well on 
the game as I would do if I 
attempted the tracks in real life - 
but picking the skills up is not too 
much of a long haul. You’ll soon 
find that a bit of persistence does 
pay off, especially when you find 
yourself pulling off various tricks 
(including back flips, helicopters 
and twisters) just for the hell of it. 

Races can take place over six 
courses throughout the world, 
from Aspen in Colorado, to Val 
d’Isere, in France. These are nicely 
varied in length and difficulty, but 
unfortunately they mostly look the 


same. One of the nice touches is 
the addition of realistic weather 
conditions that directly affect how 
the game looks. For example, you 
could play in heavy cloud or in the 
middle of a raging snowstorm, and 
although the gameplay isn’t 


effected by this, it does add to the 
whole experience. Ski Racings 
game engine does seem to be very 
accurate - although I’ve never 
touched skis in my life - and if you 
don’t like it, it’s easily modified by 
altering the temperature (to change 
the speed) or the type of snow (to 
change the physics model). 

Another good touch is the 
action replay option, which 
allows you to cut and edit your 
own race using six separate 
camera angles. It can then be 
saved and watched over and 
over again... Okay, so it’s not 
that great and you’ll probably 
only use it once or twice, but I 
feel it deserves to be mentioned. 

KiiiiiiiJiikR 

Once you’re feeling cocky, you 
can attempt to start the season 
and race against up to 74 other 
contenders for the title, but 
beware; starting the championship 



before mastering each course will 
almost certainly result in your final 
position being at the bottom of the 
table. On your first go, I 
recommend the Ski Now option; it 
gets you out on the course as 
quickly as possible and it’s also 


I’ylliire l.n iiiisb l.liriiii||h Biierii ||nLB 
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RMLi'BPielq hai'il La aiialil... 

the most friendly introduction, 
avoiding pages of options and the 
pressure of the competition. 

What is frustrating about Ski 
Racing is that even without the 
competition, it will take you a long 
time to finish your first course 
without being disqualified. This is 
because, as I mentioned before, it 
is extremely realistic - you’ll have 
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The skier set-up is very detailed, giving you the option 
to change almost anything about your skier, from your 
clothing design to the length of your skies. It's a 
shame that it doesn't really make any difference to the 
actual gameplay though, but it's an example of the 
massive amount of detail there is in Ski Racers, 

















































SECOND OPINION 


SKI RACING 


PUBLISHER: 

Sierra 

DEVELOPER: 

Sierra 

NO. OF PLAYERS: 

One 

GAME TYPE: 

Sports Sim 

PRICE: 

£TBA 


The Ulinter Olympics are long gone, 
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This is the Flight Unlimited of 

the skiing genre, but 

unfortunately it’s only 

suitable for hardened skiers 
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to time each bend perfectly to 
avoid hitting the barrier head-on 
or failing to pass through the gates 
(remember, failure to pass through 
every gate results in automatic 
disqualification) which you’ll find 
extremely hard to avoid, at least 
for the first week or so. 

The graphics are impressive 
compared to other games in this 
genre on the PC. The scenery is 
almost photo realistic and the 
skiers are authentic and move 
fluently but, as I said before, 
there’s little in the way of variety 
on offer and the courses are very 


good, with various different ski 
swooshes and crowd noises, but 
nothing stands out as being better 
than average and the same can be 
said about the music. 

Personally I’m dubious about 
the idea of sports games putting 
realism before fun. This is not to say 
that nobody will enjoy Ski Racing, 
but it’s obviously aimed at gamers 
who have a strong interest in skiing 
- it was almost as if the game was 
really trying to teach you how to ski. 
This is fine if that’s what you want, 
but anyone who’s looking for a 
fun, easy to get into, snow-based 
racer should maybe wait for Snow 
Racers, coming soon. WM 
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bland and uninspiring. 

Ski /?ac/>?g carries the 
endorsement of professional skier 
and Olympic gold medal winner of 
1998, Picabo Street, who appears 
frequently in the game giving 
various tips. If you decide to take 
the ridiculously unhelpful ‘Train 
with Picabo’ option, she’ll offer 
you advice such as ‘No 
pain no gain’ or ‘Ow, 
that had to hurt!’ as 
you rebound 
poetically off a tree. 

The other sound 
effects on offer are 


Justin 


Coming from a console background, raised 
on Nintendos and PlayStafions, I’ve got used 
to playing games like Cool Boarders, 
Stwwboard Kids, and the stunning 1060 
Snowboarding. Obviously Ski Racing isn't 
directly trying to compete with any of these 
titles, especially since it doesn’t contain a 
single snowboard - but all that means is 
that Ski Racing won’t score quite as highly 
on the 'Cool’ vote. Unfortunately it doesn’t 
score quite as highly on the graphics or 
playability votes either, and so I’m afraid I 
have to say that I’m a little disappointed. If 
It wasn’t for the impending arrival of Snow 
Racers I wouldn’t have any problem 
recommending this to PC owners who’ve 
never experienced the console titles, but I 
think that anyone who fancies taking to the 
piste on their PC should check out the 
competition coming soon before making a 
hasty decision. 
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Triple Play 99 
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can. If he misses the ball with three 
swings he is out, and if the ball is 
caught he is out If he hits it he 
must run along a circuit, past as 
many of the four bases as he can. If 
he stops at either base he is safe, 
but if the fielding team manage to 
get the ball in contact with the base 
before he does, he is out. If he 
manages to run past all of the bases 
in one run, it is called a home run, 
and he scores one point for his 
team. If he stops at a base, the next 
batter has his turn, and the previous 
batter must try to run again. And 


i 


Now watch as the guy oh the left comically kicks the guy closest to us in the rear 



E A Sports have produced 
some of the best games 
of their type, it’s just a 
shame that so many of them are 
based on American sports that are 
not really designed with the English 
market in mind. But with a fine 
trademark of realism, entertainment 
and graphical superiority, they have 
certainly made a name for 
themselves in recent years. Lately 
there has been a bit of a slide in 
the production of baseball games, 
it’s almost as if they’ve become old 



There reellii ise'L nech niseleo 
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hat, but you know you can trust EA 
to breath some life back into the 
mould, and that’s exactly what 
they’ve done with Triple Play ’99. 

I’ve found that one of the more 
noticeable things about American 
sports are the complexity of the 
games in general, but baseball is 
admittedly a vastly easier game to 
learn than, say, American football. 
Although most of you probably 
know the rules anyway, here’s a 
brief summary for those that don’t. 

Put simply, each team has a 
certain number of innings, that 
being the time for either all of your 
team to score, or for three of your 
team to be out. The hitter has three 
chances to hit the ball as far as he 


this time, if he is successful, he will 
still only score one point. At the 
end of the innings each team swaps 
from fielding to hitting and vice- 
versa. After a certain number of 
innings each, the team with the 
highest number of points wins. 

(ireLbii BS H [ilLcher 

If you’re a fan of the American Major 
League, then you’ll be pleased to 
know that all of the teams and 
players over there have been 
reproduced here, as well as the 
stadiums, which are genuine 
reproductions of the real thing. 

There are six game modes that 
include: Exhibition, Home Run 
Derby, Tournament, All Star, Play-off 


Firsk SLriKB: 
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Designing a control system for a baseball sim that makes you feel like you have some sort of 
influence on the game is pretty difficult. In Triple play ’99, a good shot is decided by perfect 
timing - as the ball comes flying towards you, you have to start your swing at the proper time. 
Remember, if the ball is going wide, swinging at it will cause a strike, so you must think about 
whether or not to take the shot before actually going for it. 
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TRIPLE PLAY 99 

PUBLISHER: 

Electronic Arts 

DEVELOPER: 

EA Sports 

NO. OF PLAYERS: 

1-4 

GAME TYPE: 

Baseball Sim 


PRICE: £TBA 
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Prepare pourself for some more hard hitting hasehall 
action, in another Efl Sports title coming gour mag. 






and Full Season, and you can choose 
between a 15, 30, 60 or 162 game 
schedule, so there’s plenty of 
variation as far as the general 
gameplay is concerned, and the lists 
of options are very detailed as you 
would expect for a game of this type. 


There is also a Manager mode for 
those who think they know what 
they’re doing. It allows you to alter 
your tactics, and more generally, the 
amount of depth in the game. 

One of the things that causes 
problems for the designers of sports 
sims is realism, or at least the illusion 
of realism. EA have scaled this 
particular mountain by the addition 
of a very special view control that 
makes the game look exactly like 
you were watching it on TV. After 
any event, the camera automatically 
switches the view to various other 
angles for some better views of the 
action, just as if the game had been 
pre-edited. It works very well and is 
hugely complimented by some top 
quality graphics that beat the 
competition hands down. There’s 
some excellent commentary too, 
which is an area that a lot of sports 



sims fall down on, but generally the 
sound here is very good, or at least 
it is everything that you would 
expect it to be. 

You can easily see how EA 
thought of their slogan - there really 
isn’t much missing from Tnple Play 
’99 that happens in the real thing. 
Your players can perform diving 
catches, slide head or feet first, steal 
bases, and as a manager you have 
to do everything from selecting 
when to warm up your subs, to 
positioning your outfield players. But 
the reason why the score isn’t right 
up there in the 90’s is because the 
game simply isn’t going to be 
enjoyed by everyone who plays it. 
Much like Ski /?ac/ng(also in this 
issue). Triple Play '99 will only 
appeal to fans, and so to all of you 
out there, add another 5 -10 % to 
the score below. Will 



The Cesq DpLInn: 

If you are new to baseball, it will probably take a little bit of time 
to get used to the rules. Luckily you aren’t forced to dive right 
into the deep end, you can give an adjustable amount of control 
to the computer. For example, you can let the computer help you 
with the fielding, throwing, base running, etc. as well as the 
various skill levels for both the player and the computer. 



I Justin 


My previous experience of baseball 
games amounts to little more than a 
bizarre collection of Japanese Nintendo 
64 titles, so it was refreshing for me to 
be able to participate in the sport with a 
character whose head doesn’t outweigh 
the rest of his body by a good couple of 
stone. EA Sports have done an incredibly 
good job of making Triple Play '99 guite 
realistic without sacrificng too much in 
the way of gameplay. But I’m afraid that 
in my opinion any game based on 
baseball doesn’t have much of that 
anyway. In one player mode there seems 
to be a little too much reliance on luck, 
and although the two player mode was 
definitely fun for a while, we found 
ourselves quickly returning to more 
conventional sports titles such as FIFA and 
Actua Golf 2. Great for baseball fans, but 
not for those of os in the majority. 



Vou don’t want to stand like that mate, 
you saw what happened on the last page 
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A detailed, and realistic game 

that’s fun to play, but you’ll 

need a strong interest in the 

sport to get the most out of it 

BU 


pc 

force 
issue 2 


REVIEW 




















































INTERSTATE 

76 

PD 

m 

PUBLISHER: 

Activision 

< 

DEVELOPER: 

Activision 

m 

NO . OF PLAYERS : 

1-8 

s: 

GAME TYPE: 

Racing/Shoot-’em-up 


PRICE: 

£9.99 






Ufhy get your kicks on Route 66, 
mhen you can go Interstate? 




automobiles, cover the roof, bonnet 
and boot with weaponry and then 
take your new vehicle for a test drive 
on the nearest highway. At this point, 
you can choose to either participate 
in a free-for-all against other drivers 
or play the Story mode, which is 
basically a series of missions with cut 
scenes in-between. Surprisingly, the 
plot is actually quite good, with 
strong main characters, a cheesy 
‘revenge for the murder of a family 
member’ storyline and plenty of 70s 
style background music. 
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Out of 100 

|More fuH than driving in traffic 

and taking your frustrations 

out on the car in front with a 

battery-powered beep zapper 
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M ad Max - how many 
of us have watched 
that movie and wished 
that we could legally tool up our 
cars with machine guns and rocket 
launchers? If nothing else, imagine 
how much easier the daily journey 
to work would be! 

Interstate 76 offers you the 
chance to choose 
one of a great 
number of available 


DanHQel 

Ail of the vehicles in Interstate 76 are 
gloriously detailed and can take damage to any 

area. Damage can be anything fi'om a small dent in a wing reminiscent of many 
of the cars in the Rapide car park, to losing bits of the chassis altogether. By far the 
most ii ritating and common damage though is that which leaves smoke pouring out of the back of your chosen 
vehicle. Not too much of a problem if you’re using the internal view, but if like me you prefer the external view, 
you'll quickly find your view almost completely obscured. Luckily Activision have included a smoke on/off option. 


Graphics 


/I tllKtil Ul II Kilt 

The game can be played from 
almost any angle you wish, as the 
camera can be moved by simply 
pressing the arrow keys on your 
keyboard. There’s also an internal 
view, which is handy for certain 
parts of the game - personally, I 
found this restricted the view a little 

iiiKKi*»i.iir.R *ii: iir 
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too much for general play. One 
advantage of the internal view 

however, is that 


your character can turn his head 
180 degrees and fire a handgun out 
of any of the car windows, which 
might not sound especially effective, 
but is a welcome feature when your 
car-mounted weapons have either 
run out of ammo or been damaged. 

The graphics in Interstate 76 
are software-only, and consequently 
they don’t look quite as stunning as 

FRI'S iil'RIII. lllllllR 
IIRIil llllll||Rl. fll'lRR 

some of the 3Dfx games we’ve 
looked at recently. But if you get 
hold of a copy of the Nitro Riders 
add-on (and you own a graphics 
card of course), you’ll be able to 
play the game in glorious 3D. 

With Internet and network 
options to boot. Interstate 76 offers 
great value for money at its new 
budget price, especially if you’re 
in a position to take advantage 
of the 3Dfx enhancements. Justin 
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NITRO RIDERS 

PUBLISHER: 

Activision 

DEVELOPER: 

Activision 

NO. OF PLAYERS: 

1-8 

GAME TYPE:, 

Racing/Shoot-’em-up 

PRICE: 

£ 19.99 
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Is it an add on? Is it a sepel? Iho knonis? 
It’s Superfly! 
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character you’ll be able to get down 
to the fun part - choosing, arming, 
and even painting your vehicle. This 
might be anything from an 
ambulance or an oil tanker to a 


by another driver who will be in 
constant contact with you 
throughout, offering you advice, 
giving you instructions and telling 
you where to get off if you 


accidentally shoot 
or crash into them! 

As well as the Scenario 
missions you can play Multiplayer 
battles over the Internet or a 
network, or, if you don’t have any 
like-minded mates, against 
computer controlled enemies. 

The appeal of playing these 
melees on your own is obviously 
limited, but they’re extremely 
useful for honing your skills in 
preparation for a tough scenario. 

Those of you who already 
own Interstate 76 might be 
feeling a little dejected now that 
newcomers to the game can 
enjoy an enhanced version, but 
don’t worry, Activision haven’t 
forgotten you, and by installing 
both titles onto your machine 
you’ll be able to enjoy the 
original Interstate 76 with 
enhanced 3D graphics. jusfJn 


F or those of you who have 
never played or heard of 
Interstate 76 (there 
shouldn’t be many of you seeing as 
it’s been reviewed on the page 
opposite!), the game is very 
reminiscent of the Mad Max films, 
with road warriors in tooled-up cars 
fighting over gasoline and other 
such post-apocalyptic commodities. 
The Nitro Riders pack consists of 
20 extra missions for Interstate 76, 
new multiplayer games such as 
capture the flag, along with new 
vehicles and weapons, and the best 
part is that you don’t require a copy 
of the original game to play them. 
After selecting your mission and 


hearse or a clown car. There are 
loads to choose from and they can 
all be customised. 


fill H tilteKlllll 

The missions themselves are 
quite varied, and although 
your main objective is 
generally to blow 
things up, you’ll find 
yourself rescuing 
friends, escorting 
convoys and even 
(this one might 
sound familiar) stopping a 
speeding bus that’s got a bomb 
on board. During many of the 
missions you'll be accompanied 
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As well as the new vehicles and missions on offer» there are 
a selection of new death^bringing devices at your disposal. 
Unlike the original Interstate 76, you donT need to salvage 
these from previous battlefields for the scenario mode either 
- everything you could 
ever need is available 
right from the outset. 
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Nitro Riders has plenty to 
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battle-hardened Interstate ’76 
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SENSIBLE WORLD OF SOCCER 96/97 



Plymouth flrgylE lifting the Ffl Cup! C’mon nom, 
be Sensible... 




As well as being the chairman of the 
club, he insisted on saying grace 
before every meal 
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M ith the likes of FIFA and 
Championship Manager 
2 gracing our PCs at 
the moment, and with the promise 
of plenty more footie games to tie 
in with this year’s World Cup, you 
could almost be forgiven for 
forgetting one of the greatest 
football games of all time. I am 
talking of course about Sensible 
World of Soccer, the Amiga version 
of which saw my grades as a 
student taking a turn for the worse, 
and many of my friends who 
weren’t interested in playing it 
becoming redundant 

The graphics redefine the 
word basic, the sound is poor and 
repetitive, but the gameplay is 
absolutely spot on. Using only 
your directional controls and a 
single key or button for kick, it’s 
amazing just how in control you 
feel. Tackles, headers and curving 
the ball are just a few of the 
moves you’ll find yourself 


instinctively performing with a 
single button. 

Depending on how Involved 
you want to get, there are plenty of 


game, all with their own 
characteristics! Searching for 
new players to sign has never 
been so much fun. 


One OF Lhe Ureokesb RnnkOnll Dni'ies 
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tactical options for you to choose 
from, you can design your own 
formations, and you can even call 
up the bench during a match to 
make changes and substitutions. 

Look hL Uie skflks... 

Sensible World of Soccer is great 
for playing single games or 
seasons against your mates, but 
where it really comes into its own 
is in its career mode. You can 
choose to manage or 
play/manage any of over 1 400 
clubs from around the world, 
participating in any of 144 
competitions - there are also 
around 23 000 players in the 


If you’re not too fussy about the 
graphics and can put up with a 
commentator who sounds like 
every annoying bloke you’ve ever 
sat in front of at a football match. 
Sensible Wodd of Soccer \s still one 
of the best player/manager football 
games on the market. It might not 
have the depth of CM2 or the fancy 
moves of FIFA, but for £12.99 you 
could do a lot worse. Justin 




napiile HI 

As well as the hundreds of real teams 
on offer, you can design your own 
custom teams with their own strips, 
their own names and even their own 
hairstyles! In true 5e/isi fashion, this 
can be achieved quickly and easily. 
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Definitely looking a bit dated 

now, but as playable and 

engrossing as ever 
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I Look out Carmageddon! Pod 
really mspires you to give it 
|all you Have 


POD GOLD 


PUBLISHER: 

Ubi 

Soft 

Entertainment 

DEVELOPER : 

Ubi 

Soft 

Entertainment 

NO. OF PLAYERS : 



1-8 

GAME TYPE: 


Violent Racing Sim 

PRICE: 



£19.99 


FacLnrq Hork 

The vehicles in Pod are souped up factory carts that 
are designed for speed, road handling and to cause 
a lot of damage to other vehicles. 


Eight racers and onlg one prize ticket that mill sane the 
minner from certain death. Ho rules. 

Pod GoIq 


P od is set on a disease- 
ridden planet that is on 
the brink of collapse. 

A particularly nasty virus has 
broken loose, destroying 
people, machines and buildings 
alike. Everyone has fled, leaving 
only eight people and one seat 
on the last ride off of the planet. 

To decide who should get 
the crucial ticket to safety, the 
survivors have a race, (evidently 
no-one had a coin), the winner 
getting the last seat. With this in 
mind, the savage race begins. 
Everyone knows the stakes and 
everyone needs to win - you 
have no friends out there. 


The riii:HB nre uBri| liii|ihnzHril. 

IL IR link iiiiiiRiiiil bn Pliiil iiniii'RRlP 
lieiiiliiill bnuHriJR iibhei' I'liRei'R 


The harsh world of fhc factory floor 


anything up to 300 mph, and the 
game runs at up to 60 frames 
per second, producing a real 
sensory delight. 

Unfortunately, the races are 
very haphazard, and if you lag 
behind, it is not unusual to find 
yourself heading towards other 
racers coming at you the other way. 

All in all this is a great game 
that is bound to be a hit both in 
one player mode or over the 
Internet. The only minor 
downpoint is that, should you be 


situation your character is 
thrown into really inspires you 
to give it your all. You have to 
get across the finish line and 
off the planet. 

There are 16 beefed up 
futuristic machines to choose 
from, and each has its own 
unique characteristics. Some 
are faster but don’t handle so 
well, whereas others will have a 
good acceleration but no top 
end, so picking the correct car 
is really essential. 

Choose from any of the 32 
unforgiving tracks lined with 
shortcuts, traps, ramps and 
loops that will keep you on the 
edge of your keyboard to the 
end. The whole frantic affair 
takes place at incredible speeds, 
with the vehicles achieving 


unfortunate enough to drop too 
far back, you just cannot get 
back into the race. That said, it is 
not so hard that you won’t enjoy 
it, because I’m certain you will. 
Go buy it today! Jethro 


Uiiii Uiiicmi riij RRf-... 

The whole battle race concept 
is not a new one. It was 
personified in the hit game, 
Carmageddon and in many ways 
Pod is similar. The dog eat dog 
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IMPERIUM GALACTICA 






PUBLISHER: 

Interactive 

Software 

DEVELOPER: 

Digital 

Rea Lity 

NO . OF PLAYERS : 


One 

GAME TYPE: 

Space 

War Sim 

PRICE: 


£9.99 
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Conquer, build and maintain a galactic empire in a game 
similar to [iuili2ation, Frontm, to^and Sim City. 


the game, it was time 
to begin. First 
impressions looked good; fluid 
attention-grabbing title 
sequences, the promise of 
advancement in rank and 
reputation, the awaiting galaxy, 
the glory, where would it all end? 


remembering how to 
access them can be another 
matter. Building and defending 
your colonies is done in a style 
similar to Dune //, except the 
tanks move more quickly. You will 
soon win promotion to captain, at 
which time you’ll receive a bigger 
region to control. It’s important to 
build extra forces quickly because 
you will face some particularly 
challenging battles during the 
Captain level. 

Some wonderful ‘friendly’ 
touches to the programme 
include the occasional message 


Uiiu Mill Pace sniiie pHrLIciilHrlii 
nniiiien|]lii|] babbles 


In flames? Not again, surely! 

You are given missions to 
complete by a commanding officer 
who appears in slick video 
sequences with spoken English 
sound. Impressive! However, you 
may only fail ONE mission! By the 
time you have studied the manual 
(definitely recommended, and it’s 
only short) and worked out exactly 
how the combat systems operate, 
a restart might be in order. 

The game is simple to play 
after a little experience, with easy 
access to its various parts. 


from your son and (rather lovely) 
wife - a useful reminder to give 
your poor computer widow a 
cuddle - an onboard bar where 
you can chat with the crew, and 
a ship’s doctor styled on Star 
Trek’s Counsellor Troy, complete 
with psychoanalysis. As the game 
develops, it incorporates 
research and development of 
technology similar to that of 
Civilization, as well as diplomacy 
with differing alien races. 

Some of the graphics, 
particularly during the battle 


sequences, look a tad dated. Also, 
you need to remember to keep the 
game on pause as much as possible 
when building new structures in 
your colonies. The manual could be 
more comprehensive, instead of 
repeating its limited information in 
several popular European 
languages. On the whole though, 
this game was extremely playable 
and very enjoyable. Fair play to its 
creators. George 


Hake ib bd... 


Imperium is the manifestation of what the Trek games from the early eighties aspired to be, if any readers ever 
played them! Although the game is rather linear, It is addictive, and you can learn from your mistakes and go 
back for another try. The video animations are frequent, varied and very good. Keep an eye on the battle 
statistics to see how effective your battle strategies are ~ it’s very satisfying when you win against the odds! 

With the 2D battle screen your larger, more powerful and less manoeuvrable ships tend to perform rather stupid 
moves just trying to get into firing position. Keep your larger ships as healthy and tooled up as possible by 
building weapons and shields, Play your taxes well and look forward to a lovely telescope animation. ‘Nuff said! 
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Digital Reality have taken the 

good parts of some great 

games and made them into 

another great game 

Out of 100 
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DEATHMATCH 

MAKER 2 


m 


PUBLISHER: 


Ubi Soft 

< 


DEVELOPER: 

Virtus 

Software 

l"H 

m 


NO . OF PLAYERS : 


One 



GAME TYPE: 

Leve L 

Designer 



PRICE : 


£19.99 




BdibiI of playing the same old Quake II 
IbubIs in dBathmatch modB? RBad on... 
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Out of 100 

A comprehensive level 

designer for one of the best | 

games on the market. Easy to 

,pick up, difficult to put down 
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great number of players. 
Wouldn’t it be great if there 
was a programme that 
enabled you to create 
your own levels without you first 
needing to become a computer 
programmer? Well, now there is. 


Maker 


made objects at your disposal. A little 
trickier however was the inclusion of 
doors, archways and corridors, 
although it didn’t take too long to 
figure out where I was going wrong. 

With the basics sorted out 
you can apply finishing 
touches such as power-ups, 
textures and lighting to your 
level. There are over 2000 
Quake II textures available 
to you, including such 
necessities as windows 
and water. These are easily 
applied and very often help 


(Hi IRIIRI 

As you’ve probably guessed from 
some of the screenshots, 

Deathmatch Maker 2 isn’t a title that 
you’re going to get to grips with 
without taking some time to study 
the instructions. But give it a chance, 
spend a little time experimenting, 
and you’ll soon find yourself creating 
perfectly acceptable single and 
multiplayer Quake II levels. 

ThBI'K lll*R IIIIKI' Hfillll lIllilKR II 
I.RIlKlirR!: RlIHllHlIlR |.n |||||| 

Perhaps a little obviously, I 
decided to create a multiplayer level 
based on the Rapide offices, 
complete with some particularly 
hideous monsters to represent 
production staff and suchlike. 

Getting the basic layout of each 
room and even creating the three 
storeys was surprisingly easy, as was 
the addition of desks and chairs 
which are just two of the many pre- 


to turn a mediocre looking 
level Into one that’s almost 
worthy of the original game. 

With all the tools necessary 
to create your own irregularly 
shaped objects and rooms, the 
possibilities are quite literally 
endless, and although 
Deathmatch Maker 2 will take up 
lots of your time, the results are 
well worth the effort. Justin 


D uake II, possibly the 

greatest multiplayer game 
in existence, with 
perhaps one major flaw: many of 
the levels just aren’t really well 
suited to deathmatches, 
especially some of the larger 
ones which can see entire ten 
minute sessions passing without a 
single shot being fired if there 


Here we can see the desk of our beloved Art Director, (an Roxburgh. 
Because of the long hours we all put in at the PC Force offices, 
fatalities are frequent - you might be able to spot a headless corpse 
sitting at the foot of Ian’s workstation. Don’t be alarmed, it’s just 
Alistair - an ex-staff writer from Total 64 magaiine who couldn’t 
handle the pace! Creating your office couldn’t be easier - this package 
comes with desks, chairs, shelves and corpses. How I love Rapide... 


one SueeL linne 
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RETURN TO ZORK 


PUBLISHER: 

Activision 

DEVELOPER; 

Infocom 

NO . OF PLAYERS : 

One 

GAME TYPE: 

Adventure 


PRICE: £9.99 




If this is the return to Zork, then that must mean 
me haue keen there before. So mhij go bach? 
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Is this RelurM to Zork? Or 

Return to Pork? Or Return to 

Chalk? Or Return to Rork? 



T his budget product from 
Activision was not entirely 
easy to install, and we 
experienced some problems with the 
sound and vision. However, it was 
written before the days of Windows 
95, and our machines at PC Force 
are new and fast, so the video 
sequences were also fast. This was 
amusing, briefly, although probably 


sadder and more depressed the 
person who picked it becomes, the 
more the poor plant wilts, until it 
eventually dies. How poignant! My 


qHiiieplui| is: PrtiKbi‘»l.in{j, 

uikn uerif Peu passIDlB 
HiLei'iiHt.iiie uiibKiii'ies 


example, if you have a camera in 
your pocket and you climb to the 
top of a lighthouse, would you take 
a picture of the view? There is 
apparently nothing to photograph 
from the lighthouse, so the scenery 
must be very dull for miles. 

Assuming that this game was an 
improvement upon the first Zork 
game (called Zork Nemesis), said 
title must have been abysmal. 
Gameplay is very frustrating, with 
very few possible alternative 
outcomes, the result of an incorrect 
response being ‘game over.’ The ’ 
graphics were only OK, although 
the characters in the video 
animations looked good. Verdict? 
Why go back indeed? George 


Movement is very severely limited in this game. For example, 
when you stand on the bridge at West Shanbar, you would 
think an option would be there for you to walk down the 
street in front of you. No. You can only visit the schoolhouse 
to be asked ridiculous questions by the school ma’am, visit 
the mayor’s office with its cabinet full of hints, or jump into 
the river and drown, which is probably the best choice. 


advice is that if you should ever 
find a bonding plant growing by a 
sign, don’t pick it if you intend to 
play Return to Zork - the poor 
thing will be die almost instantly. 

There are some interesting, if 
stupid, possibilities of inventory 
item choices. There are some 
options that seem entirely 
inappropriate, while other more 
logical choices are unavailable. For 


not in the way it was intended to be. 

That aside, the game begins on 
a lonely mountain path where you 
must throw a rock at a vulture and 
pick a bonding plant, which 
conveniently - is 
normally found 
growing near 
signs. 

Apparently, 
the bonding 


Back La Schaal... 
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T ribeca 


PiEpare ijourself for mhat is surelu the 
maddest game gou’ll euer see. 


The major flaw is that 
movement is restricted to a 
‘turn 45° and then move 
forward system,’ with each 
movement requiring the game 
to pull the relevant animation 
from the CD. This though, 
does at least mean that owners 
of older PCs can happily play 
the game, and on lower spec 
PCs the graphics will appear to 
be very impressive. 

There is a point at which being 
surreal becomes too surreal, and 9 
comes very close to this, and 
although there is nothing else to 
warrant it, parents should be 
warned that the general feel of the 
game could be disturbing for young 
children. The puzzles, if not tedious 
chores, are extremely illogical and I 
found that the game generally 
seemed very confusing and untidy. 
Saying that though, I am sure that 
there are people out there who 
could find it a deep, challenging 
and entertaining experience. Will 


One 


£9.99 


I don’t know about you, but 
when I first saw Disney’s Alice 
in Wonderland I remember 
feeling fairly disturbed most of the 
way through. Okay, so you 
probably didn’t, but there was 
definitely something very odd 
going on that, at the age of six, I 
found a little bit too weird. In a'way 
there is quite a strong connection 

Tlie QRiierol Feel oP klie Qene coelil 
lie dlskiirhleil Per i|oun|j children... 

between Alice in Wonderland and 


it sums up the game very well. Here is 
a vastly edited and translated version.- 
Your aim is to become the sole 
proprietor of the Last Resort - a 
holiday home of sorts, visited by 
artists and craftsmen in the hope of 
discovering inspiration from the 
strange magical tranquillity inside. 
Now, after decades of neglect, you 
arrive for the first time and find that 
mischievous forces are using the 
strange power of the building to 
serve their own purpose at the 
expense of the whole resort. 

Eiiuij||h BireBilii 

9 is basically a puzzle/point and click 
adventure game set in a magical 
building. Various (usually) inanimate 
objects seem to be moving all around 
you, some of which are relevant to 
your quest, some merely for show, 
but the whole building does seem 
alive, which is presumably the effect 


9 - that connection being that they 
are both completely bonkers. 

If, after reading this review you 
decide to buy 9 purely out of interest, 
make sure that you read the back of 
the box - by making very little sense 


that is trying to be put across. The 
incredible nightmarish atmosphere 
in this game is aided substantially by 
a very sombre, humming soundtrack 
and the excellent voice talents of 
James Belushi, Christopher Reeves 
and Cher. 



Ndu uhab's 

Here are just a few of the bizarre, 
fully animated objects and 
characters on display in 9, Believe 
me, there are many, many more. It 
kinda makes you wonder where all 
these visions came from... 


QninQ on hereP 
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REVIEW 




PUBLISHER: 

Sold Out Software 

DEVELOPER: 

Cryo Interactive 

NO . OF PLAYERS: 

One 

GAME TYPE: 

Tactical Adventure 

PRICE: 

£4.99 







S old Out Software have 
released some old 
classic titles that you 
may find difficult to obtain these 
days, Dune being one. You are 
Paul Atreides, and your mission, 
should you choose to accept it, 
is to win over the Fremen, 
harvest spice and defeat the evil 
Harkonnen. Then again, should 
you choose not to accept it, 
mine’s a pint... 

The CD comes complete with 
Adobe Acrobat, enabling you to 
read the helpful electronic manual. 
The game itself is easy to play, with 
only limited options. You start in 
the palace, and after a quick chat 
to your parents it’s time to board 


the ornithopter and head for the 
dunes. You will make friends with 
many helpful, skilled people, and 
unite the Fremen with your 
charisma and telepathy. 

The game involves lots of flying 
around the desert, which initially 
looks very pretty, especially when 
the sun rises and sets, but soon 
becomes rather dull. This is when 
you most appreciate your friend 
Gurney Halleck’s help, as he can 
spot the seitchs (places where 
Fremen live) and abandoned 
harvesters in the desert, otherwise 
the flying business would last 
forever. As for walking in the 
desert, do so entirely at your own 


^ ^ .■5 'f 



prolong life and make the whites 
of your eyes turn blue. No 
wonder everybody wants it? 
Overall, the game seems rather 


The iliii'iR liiiiiiliiee I11I.B iiF Pli|iii|] 
111*11111111 Khe ilR»Ri*l.. iiihiRh iniKlnllii 
innkB iierii iirekl.i| 


peril, it’s very easy to become lost. 

Spice has several remarkable 
and very useful properties. It can 
bend space (allowing you to travel 
vast distances without moving). 



linear, lacking alternatives and sub¬ 
plots. It was mildly disappointing 
after the challenging and addictive 
Dune II. After a while the yawn 
factor increased proportionately to 
the drop in interest level, resulting in 
a pantheon of fag breaks in the car 
park. Dune may once have been a 
good game, but pales significantly 
when compared to some of the 
titles on the shelves of today. Not 
bad for a fiver though! George 



MnLher JessiCB... 


Jessica possesses strange psyclifc powers and is youf 
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telepathic mentor. As your charisma Increases, so does 
:yo«r own telepathic pdwer, enabling you to increase 
the motivation of yoor troops without having to visit 
them so often. 
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PUZZLE BOBBLE 





m 

PUBLISHER: 

Gamebank 

< 

DEVELOPER: 

Ta i t o 

hH 

m 

NO. OF PLAYERS: 

1-5 

s: 

GAME TYPE: 

Puzzle 


PRICE: 

£ 9.99 






^ o s: 

The SEiies of BuIjIjIe BoBWe gamEs is continuEd on thE 


PC, this timE in thE mould of a cuIe puzzIe gamE. 





I t’s been a long time since the 
popular platform game, 
Bubble Bobble was released 
in the arcades, and its success has 
now spawned two sequels: Rainbow 
Islands and Parasol Stars, both of 
which were released way back in 
the glory days of the Amiga. Each 
game was vastly different to the 
next, and Puzzle Bobble follows that 
trend because it has left the 
platform genre altogether. 

Put simply. Puzzle Bobble Is a 
combination of Columns and 
Arkanoid. The idea is to use a 
launcher that rotates through 180° 
to shoot various coloured bubbles 
from the bottom of the screen to 


the top in an attempt to hit other 
bubbles of the same colour. 
Successfully connecting three or 
more bubbles of the same colour 
causes them to pop, clearing 
valuable screen space. When there 
are no bubbles on the screen you 
progress to the next level - it really 
is that simple. In some games 
simplicity can mean lack of depth, 
but in this genre it is not a bad thing; 

THke a lank ab bhe 
- uhab i|aa see Is 

most puzzle games are simple, (see 
Tetris, for example), making them 
easy to pick up, and in Puzzle 
Bobble’s case, hard to put down. 

Other bubbles joined only to 
those that have popped will fall and 
burst, creating a complex element of 
strategy, because large parts of the 
screen can fall with only one well- 
aimed shot towards a vital bubble. 

There is a time limit too, in the form 
of a constantly descending ceiling. If 



OuDble Trouble 

There are a selection of special bubbles that 
appear on certain levels; hitting these can cause 
floods, explosions or lightning strikes that 
(luckily) usually work in your favour, though 
usually they’ll be hidden away near the top of 
the screen. 





OVERALL «‘in 

A Hice little time waster, 
which is exactly what you 
want if you enjoy this type 
of game 


pc 

force 
issue 2 


this causes any of the bubbles on 
the screen to drop past the limit line, 
you lose. This makes the level more 
difficult if you waste time and adds 
to the overall excitement. 


rn PnreiiRr tilnuliiy Uiilililes... 

Puzzle Bobble is a worthy addition to 
most gamer’s collections. Saying 
that though, do not expect to be 
stunned when you first play Puzzle 

screenshnbB 
hihHk ijnu neb 


Bobble. Take a look at the 
screenshots - what you see is what 
you get. We’re recommending this 
game on the basis of its lastability - 
you’ll probably find that you keep 
returning to the game - and its lack 
of fancy 3D graphics means it 
shouldn’t be quickly outdated. 

The important thing to 
remember is that it is not a major 
title, and for only £9.99 we can 

happily endorse it. Will 
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fl seiiouslu Mg game, uiith seiiouslij good graphics and sound 





ooray! An easy game to 
install! The first 
impressions of the 
graphics were absolutely stunning. 
Virtual flights through third century 
Rome - with its fantastic colours 
and architecture, it’s worth buying 
the disk just to see this for yourself. 
And the haunting, evocative, 
ambient jazz that accompanies it 


takes some time to figure out 
where you actually are. You just 
have to get used to it. 

At first, everything seems 
enigmatic and the streets are 
spookily devoid of life. You have 
been given the names of five 
suspects and their character 
profiles, and it is up to you to 
investigate who is Calamitus, 
the person who will ruin Rome. 
Cornelius, the great inventor, 
has bequeathed to you an 
elaborate device, the Navitor. 
This will assist you in many 
ways, such as by providing 
maps, journals, calendars. 



/ dreHiii iiinriil nP onclRiiL 
Curopeon clkies, eecreb hidden 
plensuree end ercene dellphLe 


transported me to a dream world of 
ancient European cities, secret 
hidden pleasures and arcane 
delights. I’ve never been to Rome, 
but the wonderful panorama made 
me think of Prague and Krakow. 

Back in the virtual world, the 
game quickly becomes very 
complex. There is plenty of 
terminology to understand, scrolls 
to read and a beautiful, mystic, 
gothic city with a legion of temples 
and buildings to explore. The 
views really are superb, although 
you can’t always go where you 
want. In fact, sometimes you move 
to somewhere so different from 
where you expect to be according 
to the directional arrow that it 


diaries and special places to 
keep objects you discover. 

It takes a year in game-time 
to discover the true identity of 
the villain and spans monthly 



festivals, feasts, sacrifices and 
gladiatorial games. You must 
read the papers, check the 
journals of the suspects and 
solve smaller monthly mysteries. 
Remember also that four of the 
five suspects are innocent, so 
they may need protection! 

This game is far too big to 
review on one page. It may play 
strangely, but buy it anyway for 
the top class graphics and 
sounds. George 



HelBBse Undeuicki 

So just what did the Romans give us? Weil, they did influence our 
calendar somewhat. Here we can see the Navttor's calendar, which is 
in the form of a scroll, the greeny-grey buttons being used for 
moving between the months. The game itself has a linear timescale, 
so if you’re asleep for the feast that’s too bad, you miss it! Time can 
be sped up or slowed down if necessary, just be careful. 
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MECHWARRIOR II: MERCENARIES 



PUBLISHER: 

Activision 

DEVELOPER : 

Activision 

NO . OF PLAYERS ; 

1-8 

GAME TYPE: 

Robot Sim 

PRICE : 

£ 9.99 


strap yourself back into your IDO ton killiny machine as 
me look at the follom up to the yreat HlBchuraniorlL 



n h 


nriorlfz 


I f you have never heard of 
Mechwamor II then you’ve 
probably been living on the 
moon for the last three years. 
Needless to say that it involves you 
climbing into a giant, state of the art 
robot and kicking some serious 
mechanised butt in the name of 
honour and righteousness, (of 
course). This genre (known as the 
very large robot sim), still remains 
relatively fresh and untouched 
compared to most. Mechwarrior II 
set the standard some years ago, 
and certainly, gameplay-wise it has 
not been beaten since. 

Managing to create a physics 
model that successfully simulates 


the scale of these huge robots isn’t 
easy, but Activision got it spot on 
first time, also managing to wrap it 
in a very detailed and absorbing 
story while they were at it, which 
helped it to its success. Obviously 
there was a lot of expectation that 
Mercenaries would out-perform its 
parent in every department. 


Mercenaries 


take a much more careful 
approach, because now every hit 
you take on the field comes out of 
your wages when you pay your 
mechanics to repair it, whilst 
killing lots of enemy Mechs gives 
you the chance to salvage some 
spare parts after the mission to 
help fund your cause. 

To say Mercenaries is a bad 
game would be unfair, but it is 
disappointing, purely because 
there could have been so much 
more there. We expected a 
graphical masterpiece, striking new 
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Piii| up nr tiliiiii up 

The traditions of honour and glory 
have moved out to make way for 
the new code: greed and personal 
satisfaction. You, a young trainee 
Mechwarrior, now have the option 
of taking command of the 

kicKiiiil sni'ie SBrIniis iiiei:liniilsed 
liul.1. in Lhe nniiie nP linnniir 

financial side of the war. You start elements In gameplay and loads of 
by choosing your contract (your new features that had would have 
mission), and then your team and had a major impact on the game. 
Mech selection. The addition of To some extent Mercenaries does 
salary does add a lot to the game, provide this, but unfortunately 
and you’ll find that you need to there isn’t enough there to 

promote it from add-on disk status. 

If I were you I would wait for 
Mechcommander, Microprose’s 
Command & Conquer siy\e sequel 
which looks set to blast on to the 
PC sometime later this year. Will 



Imagine travelling to work in a 
Mechwarrior - no more traffic jams! 


* 

■ T4 



Those nen in their FightinQ nechines 

Successfully customising your Mech for each mission will 
become a crucial part in deciding victory. The process is 
much more important in Mercenaries than the original, 
but if it’s all too much for you, you have the option of 
letting the computer do the managerial work while you 
just fight the battles. 
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Graphics 
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Sound 
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PLayabiLity 
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OVERALL 

Out of 100 

It's a worthy game at 

this price, but owners of 

high end PCs should be 

looking elsewhere 
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INCUBATION: THE WILDERNESS MISSIONS 







this excitement, the opportunity to 
satiate your need is right here. 

While there are no new 
baddies, guns or gear, what you 
will find is a whole range of 
exciting new missions and 
challenging scenarios to complete. 
The graphics are just as excellent 
as they ever were, the aliens just 
as tough, and the soldiers under 


If you have never played any of 
this series before you may find the 
movement a bit bewildering at first, 
although it soon becomes second 
nature. The game has plenty of 
features to keep you interested, 
including local or Internet 
multiplayer networking capability. It 
is especially satisfying when the 
aliens die in their own messy style, 
as they are rather dangerous to the 
health and life expectancy of your 
troops. Upon the passing from this 
mortal world of such beings, 
phrases such as “Ave some of that, 
you ****!!!” tend to expel themselves 
from one’s mouth at high velocity, 
much to the surprise of 
people in the office. 

Experienced players will love 
this add-on with its fiendish new 


levels. If you are one of the 
/nct/te/on-inexperienced, give it a 
try - you will probably enjoy it. On 
the other hand, if an original turn- 
based strategy shoot-’em-up with 
plenty of alien blood and guts just 
isn’t your cup of tea, then sadly 
this probably won’t grab you by 
the boo-boo at all. Geoi^ 


Plai| IL aQHin, San 

In case eveiything should go horribly pear-shaped on one of your 
moves, the program shows you to go back and try a different 
approach. This can be very useful indeed, because it enables you to 
draw the aliens out of thdr hideaways so you can see where their 
numbers are most concentrated. Then you can focus al of your 
firepower on one group, thus givif^ yourself the best chance. The 
enen^ can be particulafiy merciless and you win be hopelessly 
outnumbered. If only real hfe worked the same way! 


PC FORCE RATINGS 


Graphics 


Sound 


PLayabiLity 


•VERALL > 


An essential add on to a top 
game, these extra missions will 
challenge your strategy skills \' 
until 4:30 am for several weeks 


The Wilderness Missions 


PUBLISHER: 

Blue 

Byte 

Software 

DEVELOPER: 

Blue 

Byte 

Softwa re 

NO. OF PLAYERS: 



1-4 

GAME TYPE: 



Strategy 

PRICE: 



£TBA 


find there mas euen more alien hlood on the carpet... 


lb ie BspeclBiiii sBbiBPi|lnu iidien bim 
Bllens dlB iB umlr miin p>ibsbi| sUfia 


T he latest offering in the 
Battle Isle saga has 
arrived! You will no doubt 
remember Incubation - perilously 
fighting your way through 
exciting levels of deadly foes 
with barely sufficient arms to 
survive, while unrelenting 
enemies assailed you at every 
possible turn. Well, for those of 
you who could not get enough of 


your command continue to say the 
same kinds of things, with some 
amusing speech samples. 
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Z+EXPANSION PACK 


PUBLISHER: 

Bitmap Brothers 

DEVELOPER: 

GT Interactive 

NO. OF PLAYERS: 

1-4 

GAME TYPE: 

St rategy 

PRICE : 

£14.99 






Zmas onE of the first mar sims. Can the Expansion 
pack kEEp up mith today’s stonkEis? 








M hen Z initially came out 
it was competing with 
Command & Conquer, 
and consequently was overlooked 
by many gamers. However, It was 
a very good game, and although 
it featured many of the same 
ideas as C&C, it had a few novel 
ideas of its own, the main ones 
being the ability to arm individual 
robots and to have them talking 
back to you. 

While Westwood released 
further Cc^C games in the form 
of Red Alert, Counterstrike and 
Aftermath, the Bitmap Brothers 
remained quiet. This has 


Still, putting aside, this is 
still not a bad little game. The new 
features are very subtle, but do 
make a difference to the game. The 


OeCBUBB UlB SBPlBS liIBBb PrBU 

skrBBOUl Lb BLPBBOLh. 

Z BBId iBBkS BUbPBIilBlq dBLBd 

proven to be a mistake - as main one of these is the Al of the* 

the C&C series went from robots. On your side they have 

strength to strength, Z now more common sense, and will react 

looks extremely dated and to defence situations without being 

this has to lower its score. told. On the enemy side they are a 

lot smarter, and will attack in varying 
patterns, not just sticking to a couple 
of pre-programmed ones. This may 
not sound anything special, but it 
really does increase the difficulty of 
the whole game, although this can 
be changed along with the game 
speed - options previously not 
available in the original Z. Other new 
features include a much more user- 
friendly Interface and shortcuts 
enabling you to find out what each 
base is building at the click of a 
button, rather than going to every 


base in turn. Four players can now 
play from one copy of the game, 
and it includes a new spawning 
feature. The overall game is now 
played at a much faster rate, with 
construction times being lowered 
to make for more exciting battles. 

In one and two player mode 
there are fifteen new maps to 
battle your way through, and five 
new multiplayer maps, each with 
their own style and personality. 

All of this would give this game 
around the 70% mark, but then 
consider that this game retails for 
£14.99, and suddenly it’s a whole 
different kettle of fish. For this low, 
low price this game is an essential 
purchase for anyone who loved 
the original or G^C. Anxm 


Unur LurP 

You have one main fort, and rather than building new structures you 
have a set number of armament factories, and they build units only for 
their specific territory. Territory is gained by replacing the existing flag 
with your own, turning that section to your own colour. This can be very 
good, but at the same time very annoying - if a factory has nearly 
finished building something, and the territory changes hands, so does 
the unit that is just about to be produced. 
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Graphics 

EB 

Sound 
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PLayabiLity 

BT 

OVERALL 

A great aiterHative to 

Command and Conquer, 

aHtl for under £15, you 

can t go wrong 

Out of 100 
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Dark Reign returns for another hash 
at trying to take CRRs cromn. 



Rise of the Shadowhand 





Improved graphics alone make the 
natk Reign data disk well worth £20 


I t seems to be the way these 
days - well, actually not just 
these days, for many years 
now - that if a game is well 
received a sequel is spawned. In 
the case of war sims it’s not 
just sequels that spawn forth. 

To fill the gap they release data 
disks/expansion packs/add¬ 
ons/extra levels, which simply 
add minor things to the original. 
This is the first thing you have 
to know about Shadowhand. It 
is a data disk; you have to have 
the original or you won’t be 
able to play it. 

Dark Reign is a well-respected 
game and can be fairly dubbed a 
C&C clone. Unlike other games of 
the genre, the game has worn 
well as far as replay value is 
concerned. This game is often on 
one of our PCs for a quick bash, 
not in the cupboard gathering 
dust. Dark Reign allows the player 
to take part In a confrontation of 
galactic proportions. You can 
control either the Freedom Guard 
Commander or the Imperium 
Shadowhand Admiral, the 
traditional good vs. evil scenario. 
This is good as it gives the game 
extra life to be controlling 
different armies to the original. 
Both sides seem to be as 
difficult as each other, so it’s 
straight into the thick of things. 


The first thing that strikes 
you when you start playing are 
the backgrounds - they are far 
more detailed than on the 
original, which is good, but they 
are so good they do tend to 


their enemies, to Grendals, 
which are like very large Gants, 
but more aggressive. The single 
player game boasts fourteen new 
missions, and multiplayer has 
four to offer. All of these are very 


lliirK lleidn minijs the plaqer 
bD bBKe parb la a caaPraababiaa 
aP praparbiaaa 


make the units blend in with 
them, so you sometimes have a 
hard time making out your units. 
However, you do have more 
control over your landscape, 
and the ability to build roads and 
marshes allows you to almost 
customise your local terrain. 

Battle-wise, you have roughly 
twelve new units to command. 
These range from the superb 
Gemini Tanks which fire plasma at 


tough, and will take you quite a 
while to complete. 

Overall, this is a very good 
data disk, and well worth twenty 
quid of anyone’s money. Arron 




The nnre the nerrier 


pc 
force 
issue 2 



Games like this are always at their best when you play a massive 
multiplayer session over the Internet or the like. This allows you to try 
your new styles out on a variety of different people, each with their own 
individual tactics and personality. This idea was a strong part of C&C's 
success, and has been copied by many a game over the last couple of 
years. Any multiplayer action is always welcome, as it greatly increases 
the game’s longevity. 
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Graphics 
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Sound 
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PLayabiLity 
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OVERALL 

Out of 100 

If you get bored of CSC, this 

is a very worthy substitute, 

especially for under £20 
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10 one year subscriptions to 


N OW that you’ve had chance to look through one or two issues of Britain’s brightest new PC 
games magazine, we’d like to find out what you think of the magazine, hear any suggestions 
you might have and learn a few things about you - our readership. We’re also offering ten 
of you the chance to win a free subscription to PC Force, ensuring that you not only get your copy 
before it hits the shelves, but in this case, enjoy thirteen issues for the price of none! Bargain. 

Winners will be drawn at random and will receive no notification whatsoever until their first free 
issue arrives through the door - Surpri-ise! 

Normal competition rules apply. 


ilhniib Udu 

1. Name 

2. Your age 

O under 15 Q 15-17 

O 18-24 O 25-34 
O 35-44 O 45-54 
O 55-64 O 65-^ 

3. O O Female 

4. O Married Q Single 

5. Address 


6. Are you: 

O Unemployed Q Student 
O Employed 
If employed please specify: 

Your job title 

Type of business 

We’d now like to ask you some questions 
about the products you buy and how you 
spend your leisure time: 

7. How often do you shop for clothes? 

O Weekly 
O Every other week 


O Once a month 
O Every other month 
O Four times a year 

8. How much do you spend on clothes in a year? 

O under £500 Q £501-£750 

O £751-£1000 O over £1000 

9. Which of the following do you have? 

O Credit Card 
O Store Charge Card 
O Cheque Guarantee Card 

O None 

10. Which of the following do you have in 
your household? 

O VCR 

O Satellite Dish 
O Cable TV 

O Console (PlayStation, N64, Saturn) 

11. Do you regularly purchase singles 
and albums? 

O Yes O No 

12. If yes, how many have you bought in the 
last six months? 



PC Force to be loon! 

O 4-6 O 7-9 
More than 9 (please specify) 

13. How many times have you visited the 
cinema in the last six months? 

O None O 1-5 

O 7-12 O 12-18 

More than 18 (please specify) 

Udu DDd Unur CnnpuLer 

15. What type of PC do you use? 

O 486 

O Pentium 75-150 (or equivalent) 

O Pentium 166+ (or equivalent) 

O Pentium MMX (or equivalent) 

16. How much RAM do you have? 

17. Do you own a CD-ROM Drive? 

o Yes O No 

If yes, please specify its speed: 

18. Do you own a 3D Graphics Card? 

o Yes O No 

If yes, please specify type: 

19. How many games have you purchased in 
the last six months? 

O None O 1'3 
O 4-6 O 7-9 

More than 9 (please specify) 


O None O 1'3 
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Readers Su rvey 


20. How do you decide which games to buy? 

O Magazine reviews 
O TV exposure 
O Advertising 
O Word of mouth 
O Playable demos 
Other (Please Specify) 


The NHQBZIiie 

23. What made you purchase PC Force? 

O Saw it advertised 
O Saw the sample issue 
O The £1.95 cover price 
O The cover-mounted book 

24. How many people read your copy of the 
magazine, including yourself? 


26. Are there any features you would like to 
see in forthcoming issues of the magazine? 


27. Did you have any difficulty locating the 
magazine? 

O Yes O No 

28. How much do you spend on magazines 
each month? 

O £2-£5 O £5-£10 


1 

Fold 

here 


t 


21. What genres do you like? 

O First-person shooters 
O Strategy 
O Adventure 
O Platform 
O Racing 
O Sports 
O Beat-’em-ups 

22. Do you own a modem? 

O Yes O No 

If yes, please specify the make and your 
speed of connection 


O 1 0 2 0 3 0 4 

O More than 4 

25. Please mark the following features out of 5 

(1=poor, 5=excellent) 

O Cover 
O News 
Q Force Sights 
Q Competitions 
O Force Feedback 
O Reviews 
O Second opinions 
O Reviews Round-up 
O FlotTips 

O Cover-mounted book 


O £10-£20 O More than £20 

29. Which of the following PC Games 
magazines do you read? 

O PC Gamer Q RC Zone 

O PC Format Q P<2GW 

O ultimate PC 

Other (please specify) 

30. What other non-PC magazines do you 
regularly read? (please specify below) 


Thank you for completing this survey. 
Please return your questionnaire in the 
envelope provided. 



































ROUND-UP 
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Reviews Round¬ 
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Graphics 


Sound 

BE 

PlayabiLity 


OVERALL 

Out of 100 

A monster of a title which will 

appeal to the first-person 

action crowd and hardened 

RE 

strategy fans alike 


Graphics 

B1 

Sound 

77 

PlayabiLity 

BE 

OVERALL 

Out of 100 

Probably the best pinball 

game on the market - 

but it’s still pinball 

BO 



Graphics 

Rh 

Sound 

RO 

PlayabiLity 

BR 

OVERALL 

Out of 100 

An epic adventure which 

is arguably the best in 

its genre 

R1 



Graphics 

7E 

Sound 

7B 

PlayabiLity 

rtl 

r- 

OVERALL 

Out of 100 

A great adventure game that 

; looked amating in its day. but 

has now been surpassed by a 

number of other titles 

75 



riV II-FANTASTIC WORLDS 


PlayabiLity 


OVERALL 


A superb data disk for an 
already superb game that will 
keep you up 'till all hours 


Graphics 


Sound 



PLayability 


OVERALL 

Out of 100 

A while ago great graphics 

shocked gamers. Now more is 

needed and Creature Shock 

fails to deliver playability 



Graphics 


Sound 


pc 
f®rce 
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PlayabiLity 

1 1 

OVERALL 

Out of 100 

Watching Formula 1 on the 


television can occasionally 

RE 

even send fans to sleep - this 

most definitely won't! 


Sound 


Graphics 



HYPERBLADE 


PlayabiLity 


OVERALL 

Out of 100 

A violent, fast and futuristic 

hockey game let down by 

awkward controls and 

unsatisfying gameplay 



Graphics 


Sound 



PlayabiLity 


OVERALL 

Out of 100 

A solid fighting game which 

unfortunately is slightly 

lacking in variety 

and lastability 

BE 


Sound 


Graphics 




PLayabiLity 


Graphics 


Sound 


FLIGHT UNLIMII 

‘ED II 

Graphics 

RO 

Sound 

BE 

Playability 

B7 

OVERALL 

Out of 100 

fl/ghf Unlimited It is a superb 

flight simulation, with one of 

the best texture mapped 

terrains ever seen 

BR 


at .4' ■ 

Ik- 

; f. 
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JOURNEYMAN PROJECT 3 

Graphics 

BB 

Sound 

7R 

Playability 

EO 

OVERALL 

Out of 100 

Starts well, but becomes 

bogged down by 

unimaginative puuies 

Ei« 












































































































































































Each month mB’ll update these pages to include eueig 
game me reuiem - a ueritahle game huger’s hihle! 





EMPIRE 

Graphics 

77 

Sound 


PLayabiLity 

70 

OVERALL 

Out of 100 1 

A cross between Leisure Suit ■ 

7E 

Larry and a very poor Sint City 

clone - no thanks* 



Graphics 


Sound 

£0 

PLayabiLity 


OVERALL 

Out of too 

An unforgivable mess. 

A classic rum that’s been 

shamelessly desecrated 

iiE 



Graphics 

ES 

Sound 

E7 

PLayabiLity 

70 

OVERALL 

Out of too 

A previously classic title 

that should have been left 

well alone 

B7 




PLayabiLity 


Graphics 


Sound 



POWERBOAT RACING 


Graphics 


Sound 

7E 

PLayabiLity 

BO 

OVERALL 

Out of too 

Terrible graphics and a distinct 

lack of speed arc the death ot 

Powerboat Itacing 

1- 

1 

■5 



Graphics 

10 

Sound 

B3 

PLayabiLity 

1i 

OVERALL 

Out of 100 

Looks and plays like a dream, 

well thought out and presented. 

the Office copy will be coming 

home with me - 'nuff said* 

11 



Graphics 

m 

Sound 

£0 

PLayabiLity 

7B 

OVERALL 

Out of 100 

A fun little game that Isn’t 

afraid to have a laugh at the 

game it represents. Fun for all 

the family 

7E 



PLayabiLity 
OVERALL 


Graphics 


Sound 


An engrossing storyline and 
the wide range of gadgets oi 
offer ensure that you keep 
coming back for more 



PLayabiLity 


OVERALL 

Out of 100 

With a few more courses and 

some decent options, The 

Golf Pro would certainly 

have been a 90'!’.+ 

BE 


Graphics 


Sound 



PLayabiLity 


OVERALL 

Out of 100 

As a full price game tins 

would be worth buying - at 

under twenty quid you'd be 

a fool not to* 

IE 


Sound 


Graphics 



SHADOW MASTER 


PLayabiLity 


Great looking but shallow, 
unfortunately a lot more 
Shadow' than 'Master' 


Sound 


Graphics 



Graphics 

7B 

Sound 

BO 

PLayabiLity 

10 

OVERALL 

Out of too 

A superb CSC clone that holds 

its own against the best war 

games on the PC 

B7 
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ThaitKs foi a great response this month. It looks as though most of gou enjoged our first issue, 
are more thanhappg mith our price, and that a high percentage of gou are called Jonathan? 


T hese pages are 
sponsored by 
UbiSoft, who will 
award the writer of the Star 
Letter each month their choice 
of two games from their 
current top five. The top five 
this month is as follows: 

1. Redline Racer 

2. Sub Culture 

3. Pod Gold 

4. FI Racing Sim 

5. Might and Magic VI 



Dear PC Force 

n your first issue you asked 
for opinions, questions and 
chocolate. Here goes. 

I think the first issue is 
excellent, the layout is bold and 
bright combining letters, 
competitions and honest reviews! 

All for the spanking good price of 
£1.95! Now for my question: how 
about including a list of the games 
that are newly out on budget, and 
every three months the best budget 
games you can buy at the moment? 

As for chocolate? I bought you 
some but I’ve eaten it (sorry!). 
Thanks for a great magazine which 
I will now be buying instead of PC 
Gamer! Keep up the good work! 
Edward Cooper - South Wales 



Cheers Edward, we’re all pleased 
to hear that you enjoyed our first 
issue and will be discussing your 
ideas concerning budget games. 
We realise that budget games 
our big business nowadays, and 
we’ve tried to review as many as 
possible in tl]^ two months that 
we’ve been going - we made a 
conscious decision to score 
them in the same way that we do 
our big releases instead of 
simply giving them a value for 
money rating, but perhaps a 
three monthly round-up might be 
a good idea. Stay tuned. 


Dear PC Force 

I am a new PC user and I would 
like to know what games are 
best played with a joystick. The 
joystick I have is a Super 
Warrior Quick Shot, but it 
only seems to be good at 
firing at things and not so 
good at manoeuvring. I’ve 
to resort to using the 
keyboard for games such as G- 
Police and FIFA '97. Or, could it 
be the make of the joystick? 


PS. Love the new magazine, 
it’s very informative. 

Jonathan Morgan - Merthyr Tydfil 



Many PC joysticks and 
controllers are designed with 
certain types of game In mind, 
whether It be a joystick for flight 
sims or a steering wheel for 
driving games. We at PC Force 
have found that the best all¬ 
round controllers for people who 
are always playing different types 
of games are pads similar to 
those found on PlayStations and 
Nintendo 64s - they have plenty 
of buttons, are very comfortable 
to use, and many models have 
an analogue stick as well as the 
standard d-pad. 



Dear PC Force, 

loved your first issue and I was 
wondering, are there going to 
be any demos in future issues? It 
would greatly increase your sales. 

PS. Next time I will send 
chocolate. 

Jonathan Alexander - Ilford 

Unfortunately the main reason 
we’re able to bring you a top 
quality magazine for only £1.95 is 
because we don’t have to pay for 
things like CDs - they are always 
advertised as being free with 


other magazines, but since when 
do magazines cost a fiver? Your 
previously compulsory ‘free’ CDs 
are actually costing you a good 
few quid. Now that PC Force has 
arrived you have a choice. 

Yo PC Dudes, 

have recently purchased a PC 
and have been looking for a 
good mag, and now I’ve found it. 
Good price, class reviews, brilliant 
reviewers and of course the 
catchy title - naturally, it must be 
PC Force. My three favourites 
were the letters, the Grand Theft 
Auto guide and the cheats. I mean 
this is the COOLEST MAG EVER!! 
This is the mag for me. 

PS. Please put this in the letters 
page. Pleaaaase. 

Kevin McLean - Belfast 

So, you like it then? 

Dear PC Force, 

think that your magazine is 
one of a kind, because it 
does everything a magazine 
costing £4.99 does, and more. 
Your reviews are very good 
because they only include the 
subjects we wish to know about, 
unlike PC Doormat (word 
replaced with rhyming one - Ed) 
who gas on about why the game 
will sell and why it may not sell. 
Who needs to know this BIT! 
(same again - Ed) anyway? 

Your cheats section was just 
brill, but it was lacking one thing! 

A cheat for the game everybody 
knows and loves - Constructor! If 
it would be at all possible could 
you please, please give me any 
cheats you have for this brill game 
(if there are any). Other than that 
this magazine could not even be 
improved if it was: 

1. Taken over by Sony 

2. Completely rebuilt 
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Dear PC Force, 

~ have just recently had an operation on both of my big toes to 
remove a couple of ingrown toenails! (Very, very painful!) This led 
to me being bed-ridden for around a week and house-ridden for two! 
This had its ups and downs. Ups - Lots of time off school, spoilt and 
slaved over. Downs - Major boredom! So I asked my mum to get me a 
couple of PC mags. She came home with the first issue of PC Force. 
Very impressed I was, mainly because of the guide to Grand Theft 
Auto, as I had bought it for £1 a couple of weeks earlier. So then I 
started to look at the reviews, which were handy as I am thinking of 
buying Lula: The Sexy Empire. Then I realised something - I don’t 
mean to sound cocky, but what about Web sites?! Now when I say this 
I think that I’m speaking for a number of million people, but when 
you’re hooked up to the Net as I am, you want to check out game 
publisher and developer sites. So would it be too hard to do 
something along the lines of Ultimate PC (which I know is also 


3;Tiin l-KTTEil ST/III 

published by Rapide) and include some sites or even an Internet section? 
PS. I suppose you’re all wondering how I got Grand Theft Auto for £1? 
Well... I guess you’ll never know! 

Jonathan Higgins - Northamptonshire 

Thanks for sharing the intimate details of your feet with us, although I 
have to say that two weeks off school sounds like 
a major skive! When I was a lad we wouldn’t get 
that long off if we had a leg amputated, etc. etc. 

Web sites and online gaming are most 
definitely of Interest to an Increasing number of 
PC owners and we’ll certainly be covering them 
in the future, possibly as a regular feature. 

As for the copy of Grand Theft Auto that you 
got for £1, no we weren’t wondering - we get 
ours even cheaper! 



3. Had some rubbish freebies that 
nobody wants with it 

4. And given away! 

Keep up the good work! 

Please publish my letter! And 
please do not raise the price of 
your mag as it is such a well 
thought-out price. 

Michael Hudson - Wressle 



Thanks for the compliments 
Michael, we’ll keep up the good 
work, we’ve printed your letter, 
and if you turn to our cheats 
section you’ll find we've included 
a Constructor cheat just for you. 
Anything else? 

Dear Justin, 

arents like myself are 
getting sick and tired of 
having to keep upgrading our 
computers just to keep our kids 
happy with the latest games and 
other software/hardware. It’s 
about time the lid was blown off 
the software industry. The 


paying public would like to know 
some facts. 

Is it fact or fiction that all 
software, including games out 
today, would run on a standard 486 
DX with SMB of RAM without 
Windows? As the smaller software 
houses are being led along by the 
big boys in the program code they 
have to use. Whereas a different set 
of codes would need a bit more 
thought and production costs 
would be more expensive, the 
benefits to the customer would be 
enormous. There is a very large 
market out there for good low cost 
games and software, without the 
need for upgrading every five 
minutes the profits would be 
megabucks. Will a programmer 
break ranks and tell us the full 
story? Children are not fools, they 
will soon find out if they have been 
tricked into buying unnecessary 
hardware or games. A growing 
number of adults have already 
reached their own conclusions on 
this matter and will not be upgrading 
any more. The truth is out there. 

Mr. Leslie Ardern - Dorset 

You’ve certainly raised some 
interesting points there. PCs seem 
to be advancing more quickly than 
ever, with software and human 


reaction times struggling to keep 
up. Forget the saying ‘By the time 
you’ve got it home it’s out of date,’ 
if it’s even in the shop it’s out of 
date nowadays! If PC Force readers, 
including those involved In the 
industry, would like to comment 
then we’ll be more than happy to 
print your letters on the subject and 
perhaps even do a feature on the 
subject at a later date. In the 
meantime Mr. Ardern, we’ll do our 
best to review a good selection of 
budget titles every month. 

Dear PC Force, 

got a computer for Christmas 
and was looking for a decent 
magazine for it when I bought PC 
Force issue 1.1 thought it was 
absolutely brilliant, the design is 
great and the reviews are honest. 
But the main reason why I liked it is 
the price: £1.95. Please don’t put 
on a demo CD or something like 
that because the price would go up 
and I wouldn’t buy your magazine 
anymore. Anyway, I've got a 
question for you: When is Formula 
1 ’97 coming out, as your review 
really made me want to buy it? 

Hope you can answer my 
question and keep up the good 
(sorry, excellent) work. 

Stephen Whaley - Durham 


Glad you like the mag Stephen, 
Formula 1 ’97 should be out in 
the shops by the time you read 
this, and I can assure you that 
you won’t regret buying it! 




If you’d like to let us know what you think of our first issue, ask us a question or send us lots of chocolate, the address to write to is: 
Force Feedback, PC Force, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter. Devon, EX4 4EP. 

We’ll endeavour to print and reply to as many of them as we can, so get busy with those biros! 
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SbBPF nenberB 


in real life, staff have 
varying degrees of 
efficiency, skills and 
demands. Likewise, it’s your 
responsibility to provide them 
with a reasonable working 
environment and meet any 
(reasonable) requirements they 
might have. All of this can be very 
difficult, so here are some hints. 

If you don’t look after your staff, 
they’ll soon be demanding huge 
rises and bonuses, and 
once this happens 
you only 
have two 
options - 

I fire them 

I or 

b To 


such problems, change the staff 
rest bar down to around 30 to 
50%. Although this means the staff 
will be resting more and you’ll have 
to employ more of them, it’ll save 
you problems in the long run - 
contented staff are less likely to 
harass you for higher wages. 
Strangely enough, placing fire 
extinguishers and plants around 
to provide a safe and attractive I 
environment can also help to M 

keep staff happy. 

If you do have to deal 
with a request for a pay 
rise, check to see if 
it’s reasonable 

(around ten 1 

percent) andI 


^These are cheap to hire but 
k vitally important to the safe 
running of your hospital - 
without them plants die and 
rubbish accumulates, 
leading to an unhygienic 
hospital which will not 
impress VIP visitors and 
could lose you cash 
bonuses at the end of 
the year. As in Theme 
Park, although 
handymen will generally 
search for and find 
rubbish, you may 
sometimes have to pick 
them up and point them in 
the right direction. If you are 
^ employing more than one - 
which is always a good idea - 
they can end up following each 
other around, with both working 
very inefficiently. Again, just pick 
one up and move him onto 
another area of the hospital. If 
rubbish really starts to 
accumulate, don’t worry about 


grant 
it. Be 
though 

some staff will 
ask for huge 
^ increases and it’s 
T all too easy to just 
approve them without 
k thinking when things get 
busy. Always check 
the amount 
asked for before 
you 
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ExperiBncing Thme Hospitalm^Mmu of horrific proportions? Ufards full of aduancod 
bloaty head cases spilling into the street? You’re obuiouslg in need of drastic 
management training. Good job me caught gou at an early stage... 




the expense of hiring several 
new handymen - you can simply 
fire them as soon as they’ve got 
everything spick and span! The 
same applies should your 
hospital suffer from a nasty 
Vomit Wave - take on extra staff 
then sack them when things are 
under control again. 

Nurses 

Although obviously less skilled 
than the doctors, your nurses 
play a vital role in keeping 
things ticking over smoothly. 
They have several specific jobs 
- working in the pharmacy and 
in many of the diagnosis and 
cure rooms, such as the ward. 
Since you can’t actually train 
nurses, it’s important to hire 
sufficiently skilled staff from 
the beginning. Bear in mind 
that the standard of nurses on 
offer declines as you progress 
through each level, so splash 
out on the right staff at 
the beginning. 



RBGUpUDIliBLS 

If you don’t have a receptionist to 
book in patients, your hospital will 
be bedlam. As with the nurses, it 
pays to hire the best you can as 
their skills cannot be improved 
through training. You’ll only need 
one to begin with, but at the end of 
the later levels you may find you 
need to take on several more. 

OoctJirB 

There are three levels of doctors - 
juniors, doctors and consultants. 
Of the three, juniors rank as the 
lowest and their performance is 
correspondingly poor. Doctors are 
slightly better, whilst consultants 
work with excellent speed 
and efficiency. On many 
levels it will only be 
possible to hire junior j 

doctors, so unless you I 

want some disasters, it’s ’ 

important to build a 
training room as soon as 
you can to train them up to 
consultant levels. The same 
applies for doctors - although 
they don’t require such urgent 
teaching attention! 

As well as the three standards 
of doctor, there are three types of 
specialist - surgeon, psychiatrist 
and researcher. Surgeons are 
hardest to buy, so it’s worth training 


as many as you can. Researchers 
are equally important - only they 
can work in the research room and 
discover new cures. You 
won’t need as many 
researchers and 
psychiatrists as 
surgeons, but it’s 
well worth 
training doctors 
|F with as many skills 
as possible so that 
there’s always someone 
available to provide cover when 
others are resting. 

Dullding Mour 
Thei'ie llDBpilJil 

Muns 

There’s more to a theme hospital 
than four walls with a few doctors 
rattling around inside. If you don’t 
build the correct rooms in the 
right places, your hospital will be 
inefficient and costly. There are a 
number of different rooms that 
have to be built and the larger 
you can build them, the more 
effective they will be. Of course, 
the space available and the 
amount of money you have can 
often make it impossible to build 
on as grand a scale as you’d like. 
With this in mind, here are some 
guidelines which should see you 
through any eventuality. 


necepUon 

Although it’s not a room as such, 
the reception is defined by the 
rooms built around It. The 
reception should be next to both 
the main entrance of your hospital 
and a GP’s office, since this is 
where your receptionists will send 
each patient first. Obviously, you’ll 
also need a receptionist, otherwise 
no patients will be admitted to your 
hospital! If your hospital expands 
to fill another building, it can be a 
good idea to build a second 
reception in the new building. That 
said, during the early levels one 
reception and one receptionist 
should be fine, although later 
levels will require more. 

qp'Bomcu 

This is the hub of your hospital’s 
treatment system. After being sent 
here from reception, patients will 
either be diagnosed and sent away 
for treatment or referred to 
another diagnosis room. The GP’s 
office can be staffed by any 
standard of doctor, although 
obviously the better the doctor, the 
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more efficient his performance will 
be. Since every patient has to pass 
through the GP’s office, you can 
end up with queuing problems, so 
be sure to build plenty of benches 
for waiting patients. As with the 
reception, on later levels you will 
have more patients to deal with 
and will require more than one 
GP’s office. 

I^enerol Dtaoiiosls Roon 

If the doctor running the GP's office 
is unable to diagnose a patient’s 
illness they will then be sent here 
for a more thorough examination. 
These rooms also have to be run by 
a doctor because of the specialist 
equipment involved in diagnosis, 
although again, they don’t have to 
be of any particular standard - even 
a junior will do if necessary. 

The Uard 

Acting as both a diagnosis and 
treatment room, a ward can be 
used to investigate ailments, as well 
as providing a recovery area for 
anyone coming back from 
treatment in the operating theatre. 

A single nurse can run a ward on 
their own. If you have a big ward 
with several beds this can serve a 
whole hospital, so long as it is 
placed between the operating 
theatre and the main diagnosis 
room area. 


PBifcMokric Rooii 

The psychiatric room is similar to the 
ward in that it can act as both a 
diagnosis and treatment room. 
Patients can be both diagnosed and 
cured of mental illnesses here. 
Obviously, a doctor with specialist 
skills in psychiatry will be needed 
to run it and it’s best to 
actually have two doctors 
per room - one can 
then cover for the other 
whilst they are resting. 

Failure to provide cover 
will result in queues of 
angry patients... 

Pinmacq 

Patients with straightforward 
problems will be sent to the 
pharmacy to have simple drug- 
based cures dispensed - quick and 
simple! Even better, it can also be 
run by a single nurse, although again 
it’s best to have two nurses available 
per room so they can cover for each 
other’s rest periods. You can run the 
pharmacy in a fairly small room, as 
the only specialist equipment 
required is a drug dispenser. 

TheOperaUnd TteBkrB 

As the most specialised room in 
your hospital, the operating theatre 
can only be run by doctors trained 
in surgical skills. You must have two 
surgeons actually in the theatre 
before any surgery can take place, 
plus it’s always wise to have at 
least one in reserve to provide 
cover. Surgeons can be a hard 
commodity to find, so make sure 
you train some of your juniors or 
doctors in this skill. 

CRfilcs 

Whilst simple illnesses can be 
cured by a trip to the dispensary 
and a few pills, some of the more 
horrific (and amusing) diseases in 


Theme Hospital, such as Bloaty 
Head and Slack Tongue, can only 
be healed by the use of a special 
machine. These are not generally 
available at the beginning of a 
level, as the cures for these 
diseases will not yet have been 
discovered - which highlights the 
importance of investing in 
research. Once a cure has been 
found through research, the 
appropriate clinic room and 
equipment can then be built. 

When locating clinics in your 
hospital, it’s best to try and place 
them at the edges of your grounds 
so that patients can leave the main 
building once they are diagnosed, 
keeping down congestion. 

Some clinics can be run by 
nurses, whilst others require doctors 

- in both cases you will again need 
to make sure you have plenty 

of staff available to 
reduce waiting times. 
A final point - the 
machines will need 
regular servicing, 
just like the rest of 
the hospital, so be 
prepared to hire extra 
handymen to repair and 
maintain your specialist equipment. 

Tnilebe 

Okay, so they’re not the most 
attractive part of your hospital, but 
you certainly can’t do without them 

- unless you want your reputation 
and your hygiene standards to 
slide dramatically! In a slight 
departure from reality, patients will 
need to use the toilets about two 
months after visiting your hospital, 
so it’s best to build the facilities 
next to the treatment rooms. 
Although this might give the 
impression that you can wait and 



build the toilets later, it’s still best 
to incorporate them into your 
layout plans from the offset. 

SLbPF Riwpes 

Even the most highly motivated of 
staff have to take a break 
occasionally, and to do this they’re 
going to need a staff room. Although 
staff rooms can be kept fairly small 
and thus tucked into a spare corner, 
the bigger the room, the more 
facilities can be fitted into it and the 
quicker staff using it will be ready for 
work again. On later stages you’ll 
obviously need more than one staff 
room as your number of employees 
increases. It’s also worth considering 
building them near to the doctor’s 
working area, thus reducing time 
wasted on travelling to and fro. 

ReBeBrch Rnoris 

Without research you simply won’t 
be able to diagnose and cure many 
of the illnesses you’ll encounter in 
Theme Hospital, and thus you’ll also 
be unable to build the required 
specialist clinics and equipment to 
cure many of your patients. With 
this in mind, it’s obviously crucial to 
build a research room at your 
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hospital as soon as possible. The 
only snag is that only doctors 
trained in research can work in this 
field, so you’ll either have to buy 
several research specialists or train 
existing doctors as quickly as 
possible. Another point to consider 
is your research room’s location - 
don’t forget that it also doubles as a 
diagnosis room, so try and build it 
fairly close to a GP’s office. 

luining noons 

No matter what stage of the game 
you are on, as you progress further 
into each level you will find fewer 
and fewer high quality staff 
members available for hire. One 
way to deal with this is to employ 
lots of doctors at the start of each 
level - although you’re bound to 
have to take on some junior doctors 
if you do. Generally a pretty useless 
bunch, junior doctors can be 
guaranteed to cause chaos in the 
most well organised of hospitals. 

The only solution is training, 
which can turn the dumbest junior 
into a fully qualified and efficient 
specialist - eventually! 

Training requires two things: a 
training room and a doctor of 
consultant standard to do the 
teaching. The actual process of 
training is simple: just put the 
consultant and the trainee(s) into 
the training room and they’ll start 
learning, although it can take several 
months, so be prepared to cope 
without any doctors that are being 
taught. If there is an emergency 
and you do have to pull staff out of 
training, it’s not a disaster, as 
they’ll carry on from where they 
left off when returned to the 
training room. In addition, the 
training process can be speeded 
up by purchasing a bookcase and 
skeleton for your training room. 


As well as improving doctors' 
general skills, any special skills that 
consultants have, such as research 
abilities, will also be passed on - 
an ideal way to create your own 
surgeons, researchers and 
psychiatrists ‘in-house’ if you’re 
having trouble hiring specialist 
staff. Your priority will be to weigh 
up the time and cost involved in 
training your own specialists 
against the expense of hiring 
ready-trained specialists. As 
mentioned, good quality specialists 
can be a hard commodity to find, 
so you will probably have less 
choice than you’d like and end up 
relying on self-trained staff anyway. 

general 
Prackice 

UBing UK BillM Tiiqe 

Your first consideration 
when starting a new level 
is planning - your initial 
decisions on the layout 
and staffing of your hospital 
can have a huge impact on 
your success (or failure) later on. 
Every decision you make can have 
a direct effect on your 
performance; for example, placing 
benches closer to rooms cuts 
down the time patients use walking 
to their appointments, thus 
increasing your overall efficiency. 
It’s all too easy to run out of space 
or be unable to put related 
facilities close together, both of 
which will result in patients 
wandering all over the hospital to 
obtain the appropriate cure. 

To help you have enough time 
to consider all these factors, at the 
beginning of each level you’re 
given around three months of 
building time, indicated by the 
build timer at the bottom left of the 



screen. If this is passing too 
quickly for you, simply adjust the 
game speed accordingly. 

INByiHisis Bnd Cure 

Your theme hospital is run for 
simple reasons - success and 
profit. With this in mind, you must 
try to organise facilities like a 
production line and aim for the 
highest possible turnover of 
satisfied patients in the shortest 
possible time. You must consider 
what order patients will need to 
visit rooms in and how far they 
should be made to walk between 
facilities whilst keeping to an 
efficient treatment schedule. 

One of the best ways to 
organise your hospital’s structure 
is to think of its functions in two 
halves - diagnosis and cure - and 
split your hospital into two 
sections accordingly. In this way, 
once a patient has been diagnosed 
he can be dispatched to the 
treatment area, leaving more room 
for patients still in the 
diagnostic process - 
which can be 
lengthy. Patients 
may need to go 
from the GP’s 
office to various 
diagnosis rooms, so 
placing them all close 
together makes sense as 
a method of improving efficiency. 

Skarkiiiil Duk 

The first thing you’ll need is a 
reception desk (and receptionist!) 
to welcome patients as they arrive 
and send them to the appropriate 
place. Providing several benches 
for those waiting is also advisable, 
as is placing your reception by the 
main entrance. Later levels may 
require extra reception desks - so 
be sure to leave enough space for 
two to be on the safe side. Your 
aim should be to strike a balance 
between providing enough room 
for patients to wait and keeping it 
small enough to discourage any 
stragglers from hanging around! 



Your next objective should be 
a GP’s office, which is essentially 
the most Important room in your 
hospital, as every patient must 
pass through it before being 
cured or dispatched for further 
diagnosis. Whilst the other 
diagnosis rooms help increase 
the chance of a patient’s illness 
being recognised, the actual 
diagnosis can only be made in 
the GP’s room itself. 

With this In mind, it make 
sense to build your GP’s office 
next to the reception to minimise 
the amount of wandering around 
patients have to do. As with the 
reception, it’s worth leaving room 
to build more GP’s offices 
(especially on the later levels) 
since the GP can only see one 
patient at a time. If patients are 
arriving at a faster rate than the 
GP can attend to them, your 
hospital’s efficiency will slide. If 
you do decide to build more than 
one GP’s office (which will 
definitely speed up the smooth 
running of your hospital) it’s worth 
placing them close together for 
maximum efficiency, even though 
it may look unattractive. 

The second component In 
prescribing cures for your 
patients are the diagnosis rooms. 
Patients visit these directly after 
the GP’s office, which they may 
also have to return to for 
confirmation of a diagnosis. Bear 
in mind also that they may have 
to visit several diagnosis rooms, 
one after each other. Because of 
this it’s best to build diagnosis 
rooms close to the GP’s office - 
and to each other - to cut down 
on your patients’ travelling time. 

The only diagnosis rooms 
available at the start of each 
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LIFE SAVING TIPS 


Your fundamental problem at the 
beginning of the game is how to 
attract patients. Dropping prices 
always gets the punters in, and 
once you’ve attracted enough 
custom and built a good reputation, 
you can increase prices and start 
making yourself some big profits. 

One sure way to lose 
reputation is by killing your 
patients! This often happens if you 
take on an incident without having 
the resources to deal with it. 
Always check you can cure 
patients in the allotted time before 
you take on an emergency - it 
could cost you your end-of-year 
bonus as well! 

As soon as you’ve built a 
research room, start work on 
developing a computer or atom 
analyser. Once this is complete you 
should buy one as soon as 
possible, as it’ll greatly increase 
the speed of any future research. 

Machines need regular 
maintenance - the less often 
they’re repaired, the more likely 
they are to lose strength, if any 
machine’s strength drops by one, 
sell it before it breaks or blows up. 



level are the general diagnosis 
room and the psychiatric room 

- others will only become 
available after months of 
research. Bear this in mind by 
building a research room as 
soon as possible and by leaving 
space to construct new rooms 
as cures are discovered. The 
research room itself can be 
located anywhere, as patients 
rarely have to visit it, but do put 
as many researchers into the 
room as you can spare in order to 
speed up their rate of discovery. 

If you fail to invest in research 
you’ll soon be confronted by 
patients suffering from diseases 
you can’t recognise - treat them 
for the wrong ailment and you 
may well kill them! 

With the diagnostic facilities 
of your hospital constructed, it’s 
time to consider how to cure 
your patients. The first room built 
should be a pharmacy, since 
many simple illnesses can be 
quickly cured by dispensing 
some drugs. As you progress 
further into the game, you’ll 
probably have to 
construct more 
pharmacies to cope 
with the growing 
influx of patients. 

Since patients 
generally only have 
to visit curative 
facilities once, they 
can be constructed away 
from the main body of your 
hospital, thus freeing up space in the 
diagnostic area for fresh patients. 

Two of the cure rooms need to 
be considered separately; the 
psychiatric room and the 
operating theatre, both of which 
require a specialist (surgeon or 
psychiatric doctor) to run them. It 
is pointless to build either of these 
rooms until you have the 
appropriate staff to man them - 
you’ll simply end up with queues 
of unhappy patients waiting for a 
cure which you can’t provide. 

Now that your diagnostic and 
curative rooms are in place, it’s 
time to consider service facilities 

- the toilets and staff rooms. Staff 
rooms can be placed anywhere, 
and the fact that they can be kept 
small means they can be slotted 
into any spare space. That said, 
it’s worth considering how far 
doctors and nurses must walk to 




and from their place of work to 
reach them, in terms of time 
saving. On higher levels you will 
need to build several staff rooms, 
and as your hospital will be 
spread over a larger area, it’s 
worth spreading the staff rooms 
throughout the building. 

The location of your hospital’s 
toilets is very important - they 
must be built as close to your 
patients as possible. As with staff 
rooms, they can be kept small, so 
try fitting them into spaces where 
nothing else can fit. Luckily 
patients generally only 
need to use the toilets 
after they’ve been in 
hospital for two or 
three months. By this 
time most will be cured, 
so make sure you build 
some toilets near to the 
cure rooms. 

Up Bill] Uunninp 

Your next priority is to keep your 
hospital running smoothly. Your 
first action should be to look at 
the status screen and examine the 
win criteria bars - each green bar 
represents how close you are to 
achieving the target levels for 
reputation, bank balance, patients 
treated, patients cured and the 
value of your hospital. You don’t 
have to meet all these targets on 
every level, but at least one must 
be reached, which is why it is 
important to monitor the win 
criteria bars regularly. 

The value of your hospital is 
your material wealth in terms of 
land, rooms and equipment. If 
you’ve met a level’s criteria and 
simply need to increase your 
hospital value, buying more land or 
building a room will provide a quick 
boost. Of course, conversely, 


selling off a few assets will increase 
your bank balance quickly if that’s 
what’s required to win. 

A major factor in the success 
of your hospital is the quality of 
your staff - hire a bunch of duds 
and they could cost you the 
game. As a rule of thumb though, 
always hire more staff than you 
actually need - the surplus can 
be trained, provide cover for busy 
doctors and nurses or help cope 
with any sudden influxes of 
patients. Since the quality of staff 
available decreases throughout a 
level, it’s best to hire as many 
staff as you can afford initially. It’s 
really worth forking out for more 
expensive, more capable staff 
from day one, as they won’t need 
to be trained later on. Surgeons 
and consultants can be 
particularly hard to come by so 
snap them up as soon as they 
become available. Surgeons can 
perform many tasks around the 
hospital apart from working in the 
operating theatre and consultants 
are essential for training. 

Given the poor quality of 
doctors available on later levels, 
training will become invaluable, so 
put your consultant(s) to work in 
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training rooms as soon as 
possible. Training takes time but 
can, as mentioned previously, be 
speeded up by simply putting a 
skeleton and bookcase in the 
training room - make sure you 
leave enough space for these. 

Keepinfl up Ippeurances 

Items such as bins, plants 
and fire extinguishers in 
your hospital’s rooms 
and corridors might 
seem like mere 
flourishes, but they 
actually have a large 
impact on the success 
of your game. The most 
important items are 
radiators - sick patients don’t want 
to die of hypothermia when they 
visit your hospital, so the more 
you build the better. Do bear the 
cost of your monthly fuel bill in 
mind through - placing radiators 
sensibly, in the most frequently 
used areas, will provide maximum 
efficiency for your money. 

Some other points to bear in 
mind when installing heating are 
that corridors and rooms require 
separate radiators and the larger a 
room, the more radiators it will 
require - obvious stuff, really. 

There is a sly way to help offset the 
cost of your fuel bills: place drinks 
machines by radiators to provide 
heated patients with cooling drinks 
- and you with more cash. 

Bins are one extra which 
shouldn’t be overlooked. 



Placing them in every room will 
keep your hospital clean and 
hygienic - and save money on 
handymen’s wages. 

Plants are a different matter - 
they cheer up your patients, 
which helps increase your 
reputation but they must be 
regularly cared for, which costs 
you money in terms of wages 
for more handymen. If 
plants are dying they 
have a negative effect 
and handymen won’t 
bother to water them if 
they’re too busy 
carrying out their other 
tasks.. 

Fire extinguishers are a far 
safer investment, having the 
same effect on patients’ 
happiness as plants, without the 
upkeep problems. Placed in the 
same room as equipment, they 
also help slow down wear and 
tear on equipment. 

Level I 

nyecyiies: 

Reputation of 300 
Bank balance of 1000 
10 cured patients 
Hospital value of 55000 

Duilflinil Tips: 

This introduction level shouldn’t 
prove too difficult for anyone. Its 
main function is to gently coax 
players into the game, without 
dragging them in too deep, too 
fast. You start the level with one 
largish plot of land which should 
provide ample space for the 
rooms you need to complete the 
level. You don’t have to worry 
about buying new land, 
researching or training. 




The simplest way to finish this 
level is to just build a GP’s office 
and a pharmacy, as a lot of the 
illnesses you’ll come across on 
this level can be cured by a quick 
dosage of drugs. However, it’s 
worth building a psychiatric room 
(only if you have a psychiatric 
doctor) a ward and an inflator 
room (there are quite a few cases 
of Bloaty Head on this level, but 
you won’t need any other clinics) 
just to see them and get used to 
how they work. As you have to get 
your hospital value up to 55000, 
you may find you have to build a 
staff room and toilets too. 

Leuel Tips: 

If you selected the ‘first go’ option 
before you started the game, you 
should see a friendly doctor on the 
screen telling you what to do. This 
doctor will guide you through the 
buying and placing of a reception 
desk and GP’s office. When you 
set about hiring staff, you’ll notice 
there are a lot of doctors, nurses 
and handymen up for hire, so flick 
through them all and hire those 
with the highest staff ability. It pays 
to be picky, as your hospital will 
run much smoother and your staff 
will be much more efficient. Don’t 
just hire whoever comes up first - 
check them all out before 
choosing anyone. 

Leuel ? 

OtyecLhies: 

Reputation of 300 

Bank balance of 10000 

40 cured patients 

Hospital value of 60000 

Ouliiling Tips: 

You start this level with a small, 
squarish plot of land. It won’t take 
you long to realise this plot isn’t 
big enough to accommodate all 
the rooms you have to build. 
Therefore, as you’re going to have 
to buy a new plot of land (either 
of the two that are available will 
do) it’s important to make sure 
that you put all the diagnosis 
rooms in the first plot of land. If 
you don’t, you’ll have patients 
wasting time wandering all over 
the place to get diagnosed and 
time is, as they say, money! 

In your second plot of land, look 
to build a pharmacy and inflation 
room. This should serve you for a 
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DISASTERS 


These will happen with 
unrealistic frequency and can 
ruin your chances of success - 
unless of course you’re 
prepared to deal with them. 



A small tremor will be your 
first warning that an 
earthquake is imminent - turn 
the game speed down 
immediately and set all your 
handymen to repair damage to 
machinery. Earthquakes 
increase the used count on 
your equipment which can lead 
to breakdowns and even fatal 
explosions, so be prepared. 



Just as charming as they 
sound. Remember school 
coach trips? One person was 
always sick, then everyone 
else followed... that’s how a 
vomit wave spreads in Theme 
Hospital too! If you see one 
starting, set your handymen’s 
work ratio to 100% litter and 
send them to clear it up 
immediately before the 
problem spreads and gets out 
of control. If necessary hire 
more staff - you can always fire 
them after the panic is over. 

Probably the most common 
disaster in large hospitals with 
lots of radiators. Things will 
either turn boiling hot or 
decidedly chilly until your men 
can fix the problem. If your 
hospital starts to freeze you’ll 
just have to sit it out, but heat 
waves can be countered by 
installing drinks machines to 
help your patients to cool 
down - and you to make a 
large profit. 

To stop rats becoming a problem 
in the first place, employ plenty 
of handymen and put bins in 
every room for patients to put 
their litter in. If you do have 
rodent trouble, move the cursor 
over any rats you see and it’ll 
turn into a crosshair, allowing 
you to shoot the critters with a 
nifty left-click. 
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QUICK TIPS 


Save regularly - 
sudden changes can have 
a drastic effect on your 
chances of success. 
Always save before 
tackling an emergency in 
case a patient dies. 

Build operating 
theatres whenever you 
can afford too - they are 
an expensive but 


profitable investment, 
bringing in lots of 
money once completed. 
However, don’t build a 
specialised room like 
this if you haven’t got 
the appropriate staff to 


run it - you’ll end up 
with queues of 
angry patients. 

Training is always 
beneficial - you can 
always buy poor quality 
staff and train them to be 
efficient, or even train up 
your own specialists. 

If a patient is dying, 
do something about it. 



while, until your researcher comes 
up with a cure to the new illnesses 
(like Slack Tongue) that crop up on 
this level. Once you’ve discovered a 
cure to these illnesses, you can start 
thinking about putting in the 
relevant treatment room or clinic. 
This may be expensive, but you can 
reap the rewards once you start 
curing patients. 


Leuel Tips: 

Okay, with the easy level 
out of the way, things 
are about to really 
gear up in this 
second level. To 
meet the various 
winning criteria, 
you’re going to have to 
build a well-oiled, smooth 


running hospital. Expect to see lots 
of patients with Bloaty Head, Slack 
Tongue and the Squits on this level, 
so try to build the relevant 
treatment rooms as soon as it’s 
financially viable.... oh, and a toilet! 

Researching is an important part 
of each level. At the start, you won’t 
be able to cure all the ailments that 
crop up - you have to research a 
cure first. Make sure you build a 
research room as soon as possible. 
To work the research room you’ll 
need a doctor with the specialist 
skill of researcher. As soon as you 
start the level, look at the doctors 
for hire and hire any with this skill. 
There should be at least a couple to 
start with, and if you don’t get them 
straight away, you may have to wait 
some time before any others 
become available. 

Leuel 3 

nyecUiies: 

Bank balance of 20000 

60 cured patients 

Hospital value of 80000 


possible in one of the adjacent 
plots of land. 

On this level you’ll have to 
build an operating theatre if you 
really want the cash to start rolling 
in. Generally, you can charge over 
1000 for almost any operation, so 
it’s worth the initial outlay. To 
perform operations you’ll need 
two surgeons. Look at the hire 
screen right at the beginning of 
the level and hire any surgeons 
(they’re should be two or 
three) that are available. 

You won’t be able to 
build an operating 
theatre straight away, 
but at least if you 
already have the 
surgeons, you can build 
one as soon as your 
researchers have developed it. 

Leuel TipB: 

Unlike the previous two levels, the 
main goal at the Largechester 
hospital (although all the objectives 
have to be met before you can 
progress a level) is to make lots of 
money. To do this, you’re going to 
have to first earn a solid reputation 
that will pull the punters in. This is 
where VIP’s and emergencies can 
come in useful. 

From time to time, a message 
will pop up saying that a VIP 
requests permission to visit the 
hospital. You have two choices, 
either let them visit, or put them off. 
Putting them off neither harms nor 
enhances your reputation. Letting 
them visit, on the other hand, can 
have one of two results: Firstly, if 
your hospital is clean and running 
well, you’ll receive a cash bonus and 
a reputation boost. If you’re hospital 
is unclean and messy your 
reputation will suffer. Whenever you 


BuNdilig Tips: 

Try to squeeze all your diagnosis 
rooms into the main building that 
you start the level with, 
remembering to leave space for 
the cardiogram that your 
researchers will develop later on. 
With the diagnosis rooms in place, 
buy one of the three plots of land 
nearby and use that for your 
treatment rooms and clinics. If you 
can, try to fit a staff room into the 
main building but if you can’t, 
make sure there’s one as close as 


accept a request from a VIP, make 
sure you’re hospital is clean. If this 
means slowing the game down and 
taking on extra handymen, then do 
it, as it’ll benefit you in the long run. 

As for the emergencies, 
they’re a double-edged sword just 
like the VIP’s. If you handle the 
emergency well and cure all the 
patients in the allocated time, 
you’ll receive a cash bonus and a 
huge reputation boost. If you kill 
any of those involved with the 
emergency though, your 
reputation will suffer badly. On 
this level, it only takes the killing 
of one emergency patient and you 
can lose the whole game! With 
this in mind, you have to be 
absolutely 100% certain that you 
can handle any emergency before 
you agree to take it on. If you 
have to, save the game before you 
accept an emergency and then, if 
someone dies, re-load the game 
and try again. It’s cheating, there’s 
no denying it, but then what are 
you reading this for anyway! 

Leuel M 

nOecLkifS: 

Reputation of 500 

Bank balance of 50000 

Hospital value of 100000 

BuNdtllfl Tips: 

The plot of land you start with is 
fairly large, so you shouldn’t have 
any problems fitting in the various 
diagnosis rooms. If you can, also 
try to get a staff room and toilets in 
there as well. If it doesn’t all fit 
though, leave the research room 
and put this on one of the other 
plots of land. Although it breaks 
the rule of having all the diagnosis 
rooms together, it’s very rare that a 






































QUICK TIPS CONT. 
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pharmacy - and that’s on the other 
side of the hospital - then a lot of 
time is going to be lost whilst the 
patients walk there. This will 
obviously affect your chances of 
being able to cure them all in time. 
And lastly, after taking on an 
emergency, immediately check the 
tiredness of whoever is going to 
have to deal with the patients. For 
instance, if they’re going to the 
pharmacy, check the nurse isn’t too 
tired - the last thing you want is her 
wandering off to the staff room half 
way through treating them. 


l.eyel !i 

ni||ecLiims: 

Reputation of 400 
Bank balance of 50000 
200 cured patients 
Hospital value of 120000 



For the first time in the game, 
you should notice that you can build 
a training room. This can prove 
invaluable, as it’ll help you improve 
the standard of your doctors - but 
you’ll need a consultant! If you see 
one for hire, get him straight away, 
as they don’t become available very 
often. Your best time to try and hire 
one is near the beginning of the 
level. If you do get one, use him to 
train your doctors - starting with 
those with the least ability. As 
training can take several months, 
make sure you have enough doctors 
to cover for the trainees absence. 

Finally, a word of warning - 
before taking on an emergency, 
bear in mind the number of 
patients that will be arriving, the 
distance from the helipad (where all 
emergency patients are dropped 
off) to the treatment room, or clinic 
they require and the tiredness of 
the staff that will be dealing with the 
patients. You see, emergencies can 
involve anything from one to twelve 
casualties, but the time limit in 
which you have to deal with the 
emergency stays the same. So, 
obviously, if you’ve got say, nine 
patients to cure, it’s going to be a 
lot harder than if there’s just the 
one. As for the helipad, all 
emergency casualties are dropped 
off at the helipad near the main 
entrance. Before you take 
on an emergency, you’re 
told what is wrong with 
the afflicted and what 
they need to be cured. 

Before deciding 
whether to take the 
case on, consider how far 
the patients will have to walk 
to get to whichever clinic or 
treatment room they require. If, for 
example, they have to go to the 


Builltlfig Tips: 

As you start with very poorly trained 
doctors and do not have all the 
cures and rooms to combat all the 
ailments that appear in this 
level, the training and 
research rooms are of 
great importance. 

You don’t want to 
put them in the 
main building 
though, or you won’t 
have space for all the 
diagnosis rooms. Instead, 
buy one of the plots of land in the 
top right or top left of the map and 
put the rooms in there. 

When you come to buying 
land for your treatment rooms, 
take the plot immediately above 
the main entrance to the main 
building. As this is close to the 
helipad, it ensures that if you 
get an emergency, your patients 
won’t have too far to go for 
their treatment. 

With more and more illnesses 
arising that can be cured by the 
administration of drugs, it pays on 
this and subsequent levels to put in 
a couple of pharmacies. Not only 
does this cut down on queues, it 
also enables you to handle a lot of 
the emergencies better. 


patient is sent here, so it shouldn’t 
cause too much time wastage. 

Be careful not to expand too far 
and too fast on this level. With 
50000 in the bank when you start, 
it’s all too easy to rush off at the 
beginning and buy all the rooms 
and their various components, but 
this can leave you dangerously 
close to bankruptcy. It’s much better 
to take things slowly and steadily. 

As with the previous level, build 
an operating theatre as soon as the 
chance arises - this is how to make 
the real money. Curing illnesses with 
the operating theatre also improves 
the reputation of your hospital. 


lam Tips: 

Whereas the previous level 
concerned itself with challenging 
you to make money, this level 
challenges you to earn a solid 
reputation. A reputation stems 
from several things; the cleanliness 
of your hospital, your ability to 
cure (or kill) patients and the prices 
you charge. Dropping your prices, 
hiring extra handymen and playing 
safe when it comes to treating 
patients can all help towards 
achieving a good reputation. 

As, from this level on, you’re 
going to have to build quite a lot 
of rooms and have a large intake 
of patients, it’s important to make 
sure your corridors are no less 
than three squares wide. This 
allows you to put benches on 
either side of the corridor, 
without blocking patients off. 


Pick them up... and take 
them to a cure room - 
dead patients lower your 
reputation and your 
hospital’s success. 

Think ahead, hiring 
good staff on the basis 
of availability rather 
than need. Careful 
planning will save you 
time and money later on. 



Be aware of your 
funds - don’t take out a 
loan you can’t repay 
and don’t expand 
unnecessarily at the end 
of a year. A large bank 
balance at the time of 



the annual awards will 
win you a cash bonus. 

Think width! 

Corridors need to be 
at least three squares 
wide to keep a smooth 
two-way flow of patients 
going. Keep an eye open 
for obstructions, such as 
poorly placed benches 
or drink machines. 
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I.RIIRI TipK; 

You only have to look at the level 
objectives to realise life in Theme 
Hospital \s starting to get tough. A 
target of 200 patients cured means 
you’re in for a long haul on this one. 

You start this level with three 
consultant doctors. These are here 
for a reason - the rest of the 
doctors you will be able to hire will 
be juniors. Slow and inefficient, 
these doctors will have to be 
trained to a much higher standard 
if you’re to complete the level. 

Apart from having to train staff, 
players will also have to cope with 
earthquakes. Potentially these 
tremors can be devastating, but a 
bit of care and attention should 
prevent any real trouble erupting. 
Before a major earthquake hits 
home, a small tremor will warn you 
of its approach. This is your signal 
to slow the game down to a crawl 
and then send your handymen 
around to each machine in your 
hospital to make sure it’s well- 
maintained. If you don’t, the 
earthquake can damage or even 
destroy your machines. If this 
happens, you won’t be able to 
remove it and the whole room it is 
in will become useless. 

Lrubi K 

ntliRRbiURS; 

Bank balance of 150000 

300 cured patients 

Hospital value of 140000 


HllilllinQ TIpR: 

Looking at the main map, there are 
two plots of land on the right that 
adjoin the main building. Use the 
main building for your diagnosis 
rooms and then buy these adjoining 
buildings for the various treatment 
rooms. 

Absolutely nobody 

cured last month. 


research and training rooms, snap 
up one of the plots on the left side 
of the map. 

l.eiiRl Tips. 

Building up a bank balance of 
150000 from the 50000 you start 
with is never going to be easy, nor 
quick. Neither will curing 300 
patients! This level demands lots of 
patience, planning and foresight, as 
you have to build towards success 
from the very first room you lay 
down. Once again, research and 
training is instrumental to success, 
so set these rooms up as soon as 
possible. Staff are hard to come by 
on this level, so make sure you 
keep those you have happy. 
Remember to put plants and fire 
extinguishers in the rooms and 
make sure the hospital is not too 
cold. Don’t drive your staff like 
slaves either - change the rest rate 
down to about 40 or 50 %. Rested 
staff are much happier, more 
efficient and less likely to ask for a 
pay rise. 

The number of patients now 
entering your hospital demands at 
least two G P’s offices and you 
should think about two 
pharmacies as well. Look out for 
the new diagnosis equipment, 
such as the cardiogram as well. 

This level will introduce you to 
the epidemic. The more 
unhygienic your hospital, 
the more likely it is that 
it’ll suffer an 
epidemic. You have 
two choices with an 
epidemic - try to 
cover it up, or admit it 
and take a small fine and 
reputation loss. If you try to 
cover an epidemic up and get 
caught, your reputation will suffer 
immeasurably. Unless you’re almost 
100 % sure that you can cover an 
epidemic up, it’s not worth taking 
the risk. As well as epidemics, you’ll 
have to cope with vomit waves, 
rats, earthquakes and emergencies. 
There’s a lot to do and a lot of 
decisions to make. If it all gets too 
much, don’t be afraid to slow the 
game down until you 
have everything 
under control 
again. 
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I.eiiel *1 

ni||l»:hlllR!:; 

Reputation of 600 
Bank balance of 200000 
350 cured patients 
Hospital value of 160000 

Hiiililiiill Tips: 

Whilst the building may look 
fragmented and all over the place, 
there’s quite a nice structure to the 
hospital on this level. The main 
building that you start the game in 
is connected to a couple of others. 
Imagine the whole building as 
something of a conveyor belt, with 
patients coming in ill at one end 
and leaving cured at the other. Use 
the first and second buildings for 
diagnosis rooms, whilst leaving the 
next two for cure and treatment 
rooms. This way you should, 
hopefully, be able to keep the 
patients flowing in one direction. 

i.euel Tips: 

starting off slow, this level soon 
builds up into the most 
challenging yet. Not only will 
you have to contend with new 
diseases - like Sweaty Palms - 
but the Ministry of Health will be 
breathing down your neck all the 
time, making sure everything is 
ticking over nicely. To keep them 
happy, keep your hospital 

absolutely spotless, no 
matter how many 
handymen this 
means hiring. 

Also, you have to 
be making lots of 
money, so once 
you’ve established a 
reputation, think about 
jacking up the prices of your 
treatment - although not by 
too much! 
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I.RlIRl H 

ni|)R[:KiURS: 

Bank balance of 300000 

400 cured patients 

Hospital value of 180000 

Hilllltind Tips: 

As per usual, the main rule to 
follow on this level is to keep your 
diagnosis and treatment rooms 
together. As the overall map is split 
into two large buildings (each split 
into three parts) it makes sense to 
use one for your diagnosis rooms 
and the other for your cure and 
treatment rooms. It’d be easy to 
jump straight in and start building 
your diagnosis rooms in the top 
building, but as the helipad is up 
there, it’s best to buy into the 
building at the bottom straight 
away, and use that instead. This 
way, you can put your treatments 
rooms right next to the helipad, 
increasing your chances of being 
able to successfully cure all those 
in need of emergency treatment. 

As you’d expect (seeing as the 
end of the game is approaching) 
decent doctors are becoming 
increasingly hard to find, so 
remember not to build any rooms 
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that require specialist doctors if 
you don’t have them. Always wait 
until you have the right staff 
before you build anything (a 
psychiatric room, for example). 

Leiiel Tips: 

Charity goes out of the window on 
this level, as you must try to make 
as much money as possible out of 
the affluent patients. 300000 is 
your goal, and if you’re to reach it 
before you’re grey and old, you’re 
going to have to hike your prices 
up. Wait until you’ve secured a 
solid reputation though and have 
guaranteed a constant stream of 
visitors. Then increase your prices 
(nothing too extravagant mind you) 
to start reaping real profit. 

Leiiel q 

nttiecUiies: 

Bank balance of 400000 
500 cured patients 
Hospital value of 200000 

Hiiiiitiiiy Tips: 

And you thought the last level was 
bad! Not only have you got to earn 
400000 on this level, but you have 
to construct a hospital worth 
200000 within a building that looks 
more suited to being a maze! As 
the treatment rooms tend to be the 
bigger than the diagnosis ones, it’s 
best to use the two large rooms on 
the left of the map for treating 
patients and then use the others 
for diagnosing them. This does 
cause several problems - most 


noticeably the fact that you have to 
spend cash on plots of land 
straight away. In the long term (and 
this level is long, believe me) this 
does work out for the best. 

LeURl Tips: 

Unlike the last level, hiking your 
prices up Isn't the key to success 
here. Once you’ve got a 
reputation, it’s possible to raise 
your prices - but not by much. 
Instead, to complete this level 
you’ll just have to graft away, taking 
whatever cash you can. If you build 
a hospital that can cope with 
everything that’s thrown at it, you 
can soon reach the set targets. 

To do this you’ll need a 
large, well-trained staff, 
research Into all the 
illnesses and the 
relevant treatment 
rooms. You’ll have to 
be on your toes as 
well, as emergencies and 
disasters will be happening 
all around you and you’ll need to 
keep it all under control. 

There’s no reputation goal on 
this level but, if you kill too many 
patients, you could well suffer the 
consequences. Try to keep deaths 
to the minimum by avoiding any 
unnecessary risks. 

Leiiel III 

lll|jei:U»es: 

Reputation of 400 

Bank balance of 500000 

500 cured patients 

Hospital value of 220000 

RiriiiHnQ Tips: 

You only have to look on the map 
to notice the immediate challenge 
of building a successful hospital 
on this level - there’s only one 
entrance/exit! That’s right, there’s 
one way in and one way out and 
that’s it. 

With lots of small, fragmented 
rooms making up the hospital, 
clever management of space is 
essential. With lots of corridors, it’s 


especially important that you don’t 
block any of them off. This would 
result In patients having to take 
huge detours, which is costly in 
time and money. 

Use the big room at the entrance 
for your reception and GP’s offices 
and general diagnosis rooms. Then 
try to group the diagnosis rooms 
around the middle of the web of 
buildings, with the treatment rooms 
spread around the outside edges. It’s 
not ideal but it works - just about. 

liHiel Tips: 

Apart from the objectives already 
listed, this level challenges players 
to meet another goal - drug 
efficiency. Through 
research, players 
must have the 
efficiency of every 
drug up to at least 
80%. 

Yet again, patients 
with every ailment and 
disease under the sun will be 
walking through your doors - or 
should that be door. Anyway, to 
cope with this you must, once again, 
have a well-trained staff and all the 
treatment rooms. These treatment 
rooms can only come from 
research, so make sure you get this 
underway as soon as possible. A 
word of warning for you as well: 
keep deaths to a minimum, 
otherwise you could soon find 
yourself out of a job. Don’t take any 
unnecessary chances, especially not 
with the emergencies, as you’ll find it 
extremely difficult to deal with them 
seeing as there’s only one entrance. 

Lbubi h 

nt|)is:iJ»es: 

Reputation of 700 
Bank balance of 
600 cured patie 
Hospital value o 

RiiPiiinp Tips: 

Although the value • 
has to be greater th 
level, erecting an ef 
hospital is easier he 
to the large building 
greater number of e 
and the more unifoi 
structure. The only 
is the cost of the lar 
the plots are large, ( 
one costs a lot of m 
making progress an 


expansion a slow process. Then 
again, It is the last level, so you 
wouldn’t want it to be over too 
quickly anyway, would you? As 
with the other levels, try to keep 
your treatment rooms near the 
helipad just in case there are any 
emergencies - don’t expect 
helicopters to be landing though! 

Lewi Tips: 

Expect the unexpected is the rule 
for this last level. Make sure 
you’ve got plenty of staff, because 
you never know who - or what - 
Is going to drop in with all sorts of 
weird and wonderful ailments. 

You’ll need a reputation of 700 
before you can finish the level 
(which is damn hard to get) so you 
can’t afford to make anybody 
unhappy and certainly don’t kill 
anyone. You’ll have to have a super 
efficient and outstandingly hygienic 
hospital if you’re to get anywhere 
close! Basically, employ every 
handyman you can lay your hands 
on and make sure your hospital is 
run by the best doctors and nurses. 
You’ll also need to make the place 
as comfortable as possible, so 
include lots of radiators, benches, 
fire extinguishers and plants. 

Finishing this level is a long, 
hard slog but it can be done - just! 

Bonus Leuels 

There are two bonus levels for 
anyone who’s a good shot! 

Basically, there’s no objective to 
these levels other than to kill as 
many rats as possible! Set in empty 
hospitals, the aim is to kill as many 
rats as you can before the 
increasing number of handymen 
clean up the litter-strewn buildings. 

Top score so far is 51, see 
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Hot Tips 




iige OF Spires 

Pressing enter to activate the chat 
mode, then type: 

DIEDIEDIE - Kill everyone 
RESIGN - Resign from the game 
REVEAL MAP - Guess! 
PEPPERONI PIZZA-1,000 Food 
COINAGE- 1,000 Gold 
WOODSTOCK - 1,000 Wood 
QUARRY - 1,000 Stone 

ConBkrucbor 

If the council are doling out too 
many black marks to you, get 
yourself a level two house and 
make the tenants the ‘punks’ 

After a short time, the ‘punks’ will 
start to complain about a hedge 
and you’ll be given some more 


black marks if you don’t reduce 
the rent considerably. If you do 
this you’ll receive some white 
marks. Then put the rent back 
up, and wait for them to start 
complaining again. This trick can 
be repeated as often as you like, 
helping to build up hundreds or 
even thousands of white marks. 

CliBPipInnBlilp 
HanepBr qi/QH 

Be manager of any international 
team without doing anything. Start 
a new game, select the international 
team that you want to manage, 
and enter your name as the 
current manager, i.e. to manage 
England, type: Glenn Noddle. 


NHL ^ 

OreaKBidBii *40 

Follow these simple instructions 
to get a player, with 99 ratings 
all-round: 

1 Create a player called 
Kelly Ryan 

2 Set his weight to 150 

3 Set his position to a forward 

4 Set his jersey number to 1 

'IBrBk: DiBBSBBr 
HbbLbp 

Go to the main menu select the 
Enter Cheat option, and type any 
of the following codes below: 
THSSLKSCL - God mode 
CMGTSMMGGTS - All weapons 
BLLTSRRFRND - Unlimited weapons 



FRTHSTHTTRLSCK - Infinite lives 
RBNSMITH - Big heads, 
invincibility, all weapons, unlimited 
ammo and credits, 

SNFFRR - Disco mode 
DLKTDR - Wireframe mode 
THBST - Gallery 
FDTHMGS - Credits 

tblbi 

ilBBinilBLlBB 

Access the message screen by 
pressing enter and then hit 
followed by typing in one of these 
following codes (Remembering 
to press enter again afterwards 
to activate it): 

AFT - Increase metal and energy 
by 1000 


RuLrene /IsbbbIL 

Operation Area 1: 

Mission 1 - Shooting the hanger 
floor uncovers a secret area. 
Besides the extras you’ll find a 
teleporter switch that will take you 
to the final mission of this area. 
Mission 2 - Blast the hillside 
between the two trees at your 
four o’ clock when you start 
the mission. 

Mission 4 - Take a closer look at 
the church clock - it works! 
Destroy the steeple of the church 
to obtain some extras. 

Mission 5 - As you are going to the 
village you should notice a single 
tree on your left. Shoot the base of 
the mountain behind the tree and 
a secret area will be revealed. Here 
you can switch between the 
helicopter and the tank. 

Mission 6 - Return to the tunnel 
you passed through before the 
mission started. Destroy the giant 
fan, it is blocking the entrance to a 
secret area. 

Mission 8 - Descend to the castle 
ruins for some more power-ups. 
Mission 1 2 - Go in the opposite 
direction as the green arrow is 
pointing to get some extras. 

Operation Area 2 
Mission 1 - At the beginning of the 
mission you can reveal a secret 
area If you turn round and shoot 


the wall behind you. 

Mission 3 - When the mission 
starts, turn round and take out the 
gun turret in the alcove. Then 
destroy the wall behind it to 
reveal a secret area. 

Mission 9 - At the start of the 
mission, turn around and shoot 
the gate on the back of the 
rock bridge. 

Operation Area 3 
Mission 1 - Descend into the 
volcanic craters to find some 
extras. 

Mission 2 - Blast all of the crates in 
the first room. At the end of the 
mission there is an entrance to a 
secret room on your right. 

Mission 3 - First fly to the aircraft 
carrier to collect the power-ups, 
then go to the border of the 
mission area, wait a short time and 
you will see an airliner 
approaching. Shoot him down with 
a guided missile and then check 
out the beach. In the jungle you 
will come to a fork in the road - 
shoot the tree with the birds in it. 
Mission 4 - Destroy the statue in 
the village for some additional 
power-ups. 

Mission 5 - When you come to a 
cave with a shattered bridge, 
descend to collect some extras, 
then fly straight ahead and shoot 


the apparent dead end to enter a 
secret area. 

Mission 6 - One way to complete 
this mission is to first destroy 
the generator 

Mission 7 - You’ll find extras 
behind the first moving wall. And 
after you shoot a hole in the cave 
wall above the rock. 

Mission 8 - Drop down into the 
highest crater and revisit the hall 
found in Mission 2 for some 
nice surprises. 

Mission 9 - At the moving walls go 
straight, then down, then straight, 
and blast a hole in the end of the 
tunnel for some extra ammo. 

Operation Area 4: 

Mission 1 - Shoot gate number 
three to collect some more extras. 
Mission 6 - In the room with the 
descending ceiling, there is a 
secret passage to the right. 

Mission 8 - Shoot the wall by the 
ramp next to the left generator to 
get a few more power-ups. 

Mission 9 - Some of the walls hide 
secret rooms - start shooting to 
find them. 

Operation Area 5: 

Mission 1 - Kill the two friendly 
helicopters after they help you. 
Mission 2 - Under the rock bridge 
is an entrance to a secret room. 


Mission 3 - Check out the area 
where the tanks are coming from. 
Mission 10 - At the beginning of 
the mission, fly to the right just 
outside the tunnel for some extras. 

Operation Area 6: 

Mission 4 - Follow the ice path to a 
cave that hides some extras. 
Mission 6 - Find the bridge on 
your radar then go up to collect 
your bonus. 

Mission 7 - Shoot the right corner 
of the large building for help in 
defeating the final boss 

Network Play: 

Use the name HAMMER when you 
begin a network game - you’ll be 
able to use a unique series of pre¬ 
recorded messages. 

The Cheats: 

Typing ‘oh dear’ at the main menu 
activates the Altl to Altl 0 cheats 
as follows: 

Altl - Full ammo 

Alt2 - Upgrade current weapon 

Alt3 - Full energy 

Alt4 - Indestructible 

Alts - WOW!!!! 

Alt6 - Mission completed 
Alt7 - Deactivate enemies 
Alt8 - Heli-mode 
Alt9 - Tank-mode 
Altl 0 - Speeeee 
























Wx 2 back again luith this month’s selection of the latest 
hints and tips for gour fauourite games. If gou knom of ang 


others that me’ue missed out, don’t hesitate to contact us 
and see gour cheats printed on this page next month. 
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H Type these in at the Quake //command line (press 

~) 

Command 

Item 

Quantity 

god 

God Mode 

N/A (on/off) 

notarget 

No Target Mode 

N/A (on/off) 

noclip 

No Clipping 

N/A (on/off) 

give all 

All Items 

999 of all 

give jacketarmor 

Jacket Armour 

999 

give blaster 

Blaster 

999 

give shotgun 

Shotgun 

999 

give sshotgun 

Super Shotgun 

999 

give machinegun 

Machine Gun 

999 

give grenadelauncher 

Grenade Launcher 

999 

give rocketlauncher 

Rocket Launcher 

999 

give shells 

Shells 

999 

give bullets 

Bullets 

999 

give cells 

Cells 

999 

give grenades 

Grenades 

999 

give rockets 

Rockets 

999 

give slugs 

Slugs 

999 

give mines 

Mines 

999 

give nuke 

Nuke 

999 

give quad 

Quad Damage 

999 

give invulnerability 

Invulnerability 

999 

give silencer 

Silencer 

999 

give rebreather 

Rebreather 

999 


X give all - besides putting the above in 

V your inventory also gives you 999 of 


the following: Environment Suit, Data 


CD, Power Cube, Pyramid Key, Data 


Spinner, Security Pass, Blue Key, Red 

1 * 

Key, Commander’s Head and Air 

V Strike Marker. Access your 

1 

inventory by pressing “TAB”. 


PliW Navigate with “ 

[“and"]”. 





Radar - Acts like 100% radar coverage 
DoubleShot - Two times damage 
of all weapon fire across board 
NowlSee - Exposes map and turns 
line of sight off 

Jem KeiOliL: 

DerK Fercee 2 

If the only Force that’s with you is 
the magazine you’re holding right 
now, try typing ‘t’ to go to the 
command console and entering 
some of these codes: 

KILL - Kill yourself 
REDS - All weapons 
BACTAME - Full health 
WAMPRAT - All items 


lAMYODA - Light force master 
SITHLORD - Dark force master 
YODAjAMMIES - Full force 
ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOON KING - Both light and 
dark force powers 
D FEZ NUTS - Next force level 
JEDIWANNABE ON - God mode 

llBilniiRK 

nanpede 

These cheats can be entered at 
any time during the game: 

BUBBA - An aiming site 
RDALL - Have all the keys, ammo, 
health etc. 


Need For Speed II Special Cdlklon 

At the main menu screen, enter 

Pedestrians glued to 

the following codes: 

the ground 

BOMBER - A 50s-type chevy 

Superhoops - Explosive 

TOMBSTONE - Daytona car 

pedestrians 

FZR2000 - Futuristic car 

lhavesomespam - Lunar gravity 

RUSHHOUR - More traffic 

Mooseontheloose - Pinball mode 

Here’s a couple of extra cheats 

Buyournextgame - Jelly 

for Need For Speed II Special 

suspension 

Edition courtesy of Mandeep 

llovenobby - Shows pedestrians 

Sidhu. 

on the map 

Type the following in on the main 

Russformario - Electro-bastard ray 

menu screen: 

Hamstersex - Blind pedestrians 

Slot - Turns your vehicle into a 

Naughtytorty - Pedestrians are 

slot car 

respawned 

Hollywood - Bonus track 

Boysfromthebush - Grip-o-matic 

Mandeep also sent in the following 

tyres 

codes for Carmageddon. 

Tramsaresuper - Pedestrian 

Givemelard - Lots of money 

harvester 

Spamspamspamspam - 

V_- - 

Rabbitdreamer - Wild gravity 


Wj 


i;rHiia ThePL iliiLn 

Change your name to any of the following for the desired result: 

itsgallus - Access to all the levels 

iamthelaw - No police around 

itstantrum - Unlimited lives 

suckmyrocket - All weapons and armour 

itcouldbeyou - 999,999,999 points 

At the character selection screen press delete to change the 
character’s name. Type in ‘nineinarow’ and this will give you 
access to all the levels (like the one above). Also typing in 
‘Callmenigel’ will allow you to get all the weapons each time you 
die and restart by pressing shift and 8. 

, ^ When saving enter the following 
^ ^ couple of usefull bonuses: 

J By a playstation - you got it, it’s 
^ god mode. 

World of fish - you will be able to 
access any level. 


RDBETA - Message ‘Eat me! 
RDELVIS - Message ‘Elvis lives!’ 
RDGUNS - Get all guns 
RINVENTORY - Get all inventory 
RDKEYS - Get all keys 

Mlmt Hrllnpp 

Type in these nifty cheats: 
comeandhaveago - All weapons 
ifyouthinkyouarehardenough - 
Unlimited Ammo 

nadispopovXX (XX=1.34) - Level Skip 

HlfUl 

By holding down the space bar 
when selecting a new game you’ll 
be able to select any level in the 


game. Alternatively, hold down 
Ctrl, and press the + key while 
playing to advance a level. 

Dunpean Kraoer 

Type in ‘Please Give It All’ at the main 
title screen and this should give you 
all the creatures, buildings and traps 
when you start a new game. 

Gniwiannlie a 

Whilst flying press ‘R’ and enter 
one of the following codes-. 

RATZ - Invisibility 
COWZ - Freeze your enemies 
DOG9 - Re-arm weapons 
CAT9 - Repair damage 


HOT TIPS 
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Next Issue 









force 
Issue 2 


next month mE’ll tie exclusiuely leuiEming 
Dominion: Storm over Biit3- the first game 
from Ion Storm, mho are also currently 
morhing on the much-hyped, Doikotano. 


U ou might have noticed that we have two new staff 
writers this month in the form of George Davies 
and Will Adkin - it’s taken them a couple of 
weeks, but they’re slowly getting used to the all-night 
gaming sessions that are a way of life when you work on a 
magazine as dedicated as PC Force. 3 am highlights this 
month mainly consisted of Battlezone, Quake H and Nitro 
Riders deathmatches being played over our network, but 
I’m anticipating a decline in the playing of all three of these 
when we finally get our review code of Dominion: Storm 
over Gifts. Be sure to tune in next month, where we’ll find 
out if I’ve been counting my futuristic chickens too soon... 


PC Farce issue 3, 
ee sale Nei| lULli 
Miss iL - Hiss euLI 





































Special Reserve Discount Mail Order - 01279 600204 

Market leaders in mail order home computing, established 10 years, great web site and six amazing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 


CD ROM GAMES 


MIN SYSTEM Pentium, SVGA & 16 MB 
• = NEW xx%= Highest review 
(18) = Rated 18, state over 18 when you order 
ACTUA GOLF 2 FOR WINDOWS 95 MMX 
AGE OF EMPIRE FOR WINDOWS 95 94% ...33.49 -10%* 

AGE OF SAIL 83% .19.99 -10%* 

AIR WARRIOR 3 .27.99 -10%* 

BAHLE ISLE 2 + DATA CD •.9.99 -10%* 

BAHLE ZONE FOR WINDOWS 95 91% • .31.99 -10%’ 

BLADE RUNNER FOR WINDOWS 95 94% ...31.99 -10%’ 

BRODERBUND PRINCE OF PRESIA .9.99 -10%’ 

BROKEN SWORD 2 FOR WINDOWS 95 90% 28.99 -10%’ 

BROKEN SWORD 90%.9.99 -10%’ 

CARMAGEDDON (RATED 15) 95% .19.99 -10%’ 

CHAMPIONSHIP MANAGER 2 1997/98 90% ...18.99 -10%’ 

CIVILIZATION 2 96% .18.99 -10%’ 

COMMAND & CONQUER: RED ALERT 95% ...31.99 -10%’ 

CONSTRUCTOR 92%.29.99 -10%’ 

CREATURES 94% .12.99-10%’ 

CROC FOR WINDOWS 95 .29.99 -10%’ 

CURSE OF MONKEY ISLAND WIN95 94% ...29.99 -10%’ 

DARK COLONY FOR WINDOWS 95 84% .20.99 -10%’ 

DARK FORCES 2 - JEDI KNIGHT WIN95 94% 29.99 -10%’ 

DARK FORCES 2 - DATA DISK .17.99 -10%’ 

DARK OMEN FOR WINDOWS 95 • .32.99 -10%’ 

DARKLIGHT CONFLICT 92% .24.99 -10%’ 

DIABLO FOR WINDOWS 95 93% .29.99 -10%’ 

DIE BY THE SWORD • .30.99 -10%’ 

DIE HARD TRILOGY FOR WINDOWS 95 93% 20.99 -10%’ 

DOOM TRILOGY - THE DEPTHS OF DOOM ...17.99 -10%’ 

DUKE CARIBBEAN - LIFES A BEACH .16.99 -10%’ 

DUKE NUKEM 3D (RATED 18).12.99 -10%’ 

DUKENUKEM KILL-A-TON COLLECTION • ...24.99 -10%’ 


OUTPOST 2 16MB 82% .24.99 -10%’ 

OVERBOARD .25.99 -10%’ 

PAX IMPERIA: EMINENT DOMAIN 91% .17.99 -10%’ 

PHANTASMAGORIA 2 FOR WIN95 80% .19.99 -10%’ 

POSTAL (RATED 18) 80% .27.99 -10%* 

27 99 10°/’ privateer 2: THE DARKENING 90% 14.99-10%* 

° QUAKE 95% .12.99-10%’ 

QUAKE 2 FOR WINDOWS 95 96% .29.99 -10%* 

RIVEN FOR WINDOWS 95 91% .31.99 -10%* 

RPG ANTHOLOGY • .24.99 -10%’ 

SCREAMER 2 93% .9.99 -10%* 

SCREAMER RALLY 91% 22.99 -10%’ 

SETTLERS 2 GOLD EDITON .26.99 -10%’ 

SID MEIER’S GETTYSBURG FOR WIN95 .31.49 -10%’ 

SIM SAFARI FOR WINDOWS 95 • 25.99 -10%’ 

SNOWRACER98* .28.99 -10%* 

STAR WARS SUPREMACY FOR WIN95 .29.99 -10%’ 

SYNDICATE WARS 92%.12.99 -10%’ 

THE GOLF PRO.27.99 -10%’ 

THE REAP 16MB/PENT 81% .20.99 -10%’ 

THEME HOSPITAL & SIM CITY 2000 86% ...29.99 -10%’ 

THREE LIONS • .29.99 -10%’ 

TITANIC* .19.99-10%’ 

TOCA TOURING CARS82% .19.99 -10%’ 

TOMB RAIDER + SCREENSAVER .14.99 -10%’ 

TOMB RAIDER 2 94%.29.99 -10%* 

TOONSTRUCK 93%.9.99 -10%’ 

TOTAL ANNIHILATION FOR WIN95 94% .27.99 -10%’ 

TOTAL RACING 85% .31.99 -10%’ 

ULTIMA COLLECTION .32.99 -10%’ 

ULTIMATE RACE FOR WINDOWS 95 86% ...20.99 -10%* 

VR POOL 2 89% .29.49 -10%’ 

WARCRAFT 2 DELUXE 82% .29.99 -10%’ 

WING COMMANDER 4 FOR WINDOWS 95 • ...14.99 -10%’ 
WING COMMANDER PROPHECY WIN95 87% 31.99 -10%’ 


PC COKTROLLERS 



GRAVIS GRIP-GAME 
SYSTEM ...39.99 
Complete with two grip pads. 
Connect upto 4 grip pads. 
Digital interface. Includes 
FIFA 97 PC CD ROM game 


POWER PAD 
PRO JOYPAD...21.99 

Analogue joystick and digital pad 


A 


A 


MS SIDEWINDER 

GAME PAD PRO .49.99 

8 programmable buttons, 8 way hat 
switch, trigger button, throttle wheel 



DUNGEON KEEPER 96% ’^'3l’49 -10%’ WORMS -k REINFORCEMENTS DATA DISK ...12.99 -10%’ 

EASTERN FRONT84% ”'25'99-10%’ 

FI 5 (E/A) FOR WINDOWS 95 • 32.99 -10%’ 

F22 • ADF 16MB 89% .31.49 -10%* 

FIFA 98 - ROAD TO THE WORLD CUP 91% ...30.99 -10%’ 

FIFA SOCCER MANAGER WIN95 82%.12.99 -10%* 

FLIGHT SIMULATOR 98 WINDOWS 95 94% ...39.99 -10%’ 

FLIGHT UNLIMITED 2 92% .29.99 -10%’ 

FLYING CORPS 92% .15.99 -10%' 

FLYING CORPS GOLD .19.99 -10%’ 

FORMULA 1 97 FOR WINDOWS 95 .34.99 -10%’ 

G-POLICE FOR WINDOWS 95 92% .29.99 -10%’ 

GRAND THEFT AUTO 92% .30.99 -10%’ 

GUTS ‘N’ GARTERS 84% 16.99 -10%’ 

INCOMING FOR WINDOWS 95 • .31.99 -10%’ 

INCUBATION 94% .22.99 -10%’ 

JET FIGHTER FULL BURN WINDOWS 95 • ...28.49 -10%* 

KRUSH KILL 'N' DESTROY 91% '.12.99 -10%’ 


SAITEK X36 
FLIGHTSTICK AND 
THROTTLE 
CONTROL ...84.99 
2 rotary controls, 14 
digital inputs, three 8 
way hat switches, serial mouse control, throttle mode and 
pinkie switch, status indicators, unlimited programmability 


PC MASTER PAD .15.99 

Digital, LED function control panel, 
six individual autofire modes 


SPECIAL RESERVE 
MOUSE ... 9.99 
2 button serial mouse 


LITTLE BIG ADVENTURE 2 & MOTO RACER • 25.99 -10%’ GCSE ENGLISH - FULL 1998 SYLLABUS 


WORMS 2 90% .29.99 -10%’ 

X-WING VS TIE FIGHTER WINDOWS 95 95% 31.49 -10%’ 


We stock 1500 games and utilities. 
Please call for price and availability 
15 sales lines - Call 01279 600204 


CD ROM NON GAMES 

AMIGA EMULATOR .14.99 

ARCADE CLASSICS PLUS .14.99 

BEST PUB QUIZ EVER! FOR WINDOWS 95 .9.99 

CATZ 2 FOR WINDOWS 95 .19.99 

DANCE EJAY .23.99 

DOGZ2FOR WINDOWS 95 

FAMILY TREE MAKER (DELUXE EDITION) .49.99 

FIRST AID 98 FOR WINDOWS 95 .29.99 

GALAXY OF 70 000 CLIP ART .24 99 with a Nintendo 64 3D Controller and RF Lead 



A 


GRAVIS GAME PAD 
PRO ...29.99 
10 programmable 
buttons. Includes FREE 
Independance Day CD ROM 


N64 + (ontroller £99.99 less £10* 


LORDS OF MAGIC.27.99 -10%’ 

LULA - THE SEXY EMPIRE .21.99 -10%’ 

MEN IN BLACK 93% .28.99 -10%’ 


MINI OFFICE TYPING TUTOR 

MONTY PYTHON COLLECTION FOR WIN95 .27.99 

MS ENCARTA 98 FOR WINDOWS 95 .40.99 


MONSTER TRUCKS 80% .25.99 -10%’ MS ENCARTA 98 DELUXE FOR WINDOWS 95 


MOTORHEAD* .25.99 -10%’ 

MYTH - THE FALLEN LORDS 93% .29.99 -10%’ 

NEED FOR SPEED 2 FOR WINDOWS 95 .24.99 -10%* 

NHL ICE HOCKEY 98 94% .31.99 -10%’ 


SATS MATHS AGE 11 9.99 

SATS SCIENCE.9.99 

SPECTRUM CD 98 .17.99 

UNINSTALLER 4.5 FOR WINDOWS 95 .22.99 


All Prices Include VAT & Delivery CD ROM DRIVES 


SIMM's AND DIMM's 

72 Pin SIMM’s, 32 BIT non-parity, 72Ns access 
EDO RAM with Extended Data Out channel for 
improved performance. Suitable for most 
Pentium and Pentium II PC’s 
INCLUDES VAT 

& DELIVERY SINGLE PAIR 


GRAPHICS CARDS 

4 MB CREATIVE 3D BLASTER ...74.99 
+ BA Toshinden, Flight Unlimited & Rebel Moon 

4 MB MATROX MYSTIQUE .109.99 

3Dfx POWER 

ORCHID RIGHTEOUS 4 MB 3Dfx 139.99 
DIAMOND MONSTER 4 MB 3Dfx 144.99 

3Dfx accelerators work in addition to your normal 
graphics card (or peak performance on 3Dfx titles 

SOUND CARDS 

CREATIVE AWE64 VALUE .69.99 

CREATIVE AWE64 GOLD.146.99 

HARD DRIVES 

QUANTUM FIREBALL SE 2.1 GB 139.99 
DIAMOND SUPRAEXPRESS INTERNAL 56K QUANTUM FIREBALL SE 4.3 GB 174.99 
VOICE/FAX/MODEM .89.99 QUANTUM FIREBALL SE 8.4 GB 299.99 


4 MB EDO SIMM.14.99 

8 MB EDO SIMM.19.99 

16 MB EDO SIMM .32.99 

32 MB EDO SIMM .64.99 . 


.27.99 

,35.99 

.61.99 

.119.99 


MB DIMM SDRAM ...34.99 
32 MB DIMM SDRAM .64.99 
64 MB DIMM SDRAM ...179.99 
Always check your motherboard manual for 
suitablity prior to purchase. 


CREATIVE LABS 24X CD ROM . ..64.99 
CREATIVE LABS 

DISCOVERY KIT 24 X 64 .124.99 

Includes 24x CD ROM drive, AWE64 Value 
sound card, and active speakers 

READ/WRITE CD 

HPSURESTORE 7100i 

INTERNAL CD RE-WRITER .299.99 

High performance 6x read and 2x write speed 
CD drive. 

PACK OF 5 RECORDABLE CD’s ...11.99 
PACK OF 10 RECORDABLE CD’s 19.99 

PRINTER 

EPSON STYLUS 600 
COLOUR INKJET 
PRINTER + FUN 
FACTORY 
SOFTWARE 199.99 


’Deduct £10 off the price of any one item bought at the 
same time as a Nintendo 64 

We are also market leaders in mail order 
Nintendo games. 

Save up to £21 
eg. GoldenEye at £39.99. 
Phone 01279 600204 for prices 


SPECIAL RESERVE 
1998 PC RANGE 

FROM ONLY 

£899.99 

inc VAT 



A complete P200 
MMX system for just £899.99 including VAT. 
Includes fax/modem, fast graphics card, over 40 
games and 1 year on-site warranty. We can 
supply a P2 P300 MMX system with 3Dfx card, 
24 speed CD, 6.4 Gb hard drive, 64 Mb and over 
50 software titles for under £2000 including VAT. 

CALL 01279 600204 TO FIND OUT MORE 


All for £6.00 

Special Reserve Annual Membership Fee 

It’s easy to join, just phone 01279 600204 or send in the order form. 
There’s no obligation to buy anything, you can be any age, and it’s only £6. 

1 . Members receive 10 issues of our colour Club Magazines per 
year. The magazine includes our full catalogue of over 2,000 
products, many at below trade price or under half price. And there 
are Reviews, Features, Charts, Release Dates, Extra Savings and 
thousands of pounds worth of great prizes to be won. 

2. The incredible FREE Special Reserve Book of 2500 Cheats 
(all formats) will be sent to you with your Family Membership 
Card and Fantasy Game FREE entry forms (£5000 of prizes). 

3. AND choose any one of the FREE GIFTS below if you buy just 
one item at the same time as you join. All of our gifts are worth the 
membership fee or more and you can extend your membership for 
£5.50 to get more gifts if you want them. 

That’s why over 400,000 people have joined Special Reserve 

The Biggest Games Club in the World 
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.Mail Order Madness 

P Deduct an extra 10% off the price of games 
^ software only for PC, Nintendo 64, Saturn 
or PlayStation if you place your order by post 
using this complete form or a photocopy of it. 
_ e.g. Deduct £2.80 off 

a £27.99 game. 

I I Rh (not to be used in conjunction 
with other special discounts) 
■ ■ EXPIRES 30/6/98 


PAY LATER 0 % 

When you spend between 

^£250 and £750 


20% deposit and nothing to pay for six months. 
Available when you spend between £250 and £750. 
Offer subject to status. Pay the balance after six 
months or commence monthly payments at 29.8% APR. 
Either way there's no interest at all for six months. 
That’s 0% APR. 


FREE to MEMBERS 

esooo of PRIZES 


Special Reserve 01279 600204 

Or fax YOUR ORDER ON 01279 726842 - We’ll fax back to confirm 
Open 9.30 am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK CAPITALS please) 

Name, Address and Postcode_ 


I 


Phone No_ 


Machine 


ENTER MEMBERSHIP NUMBER IF ANY 


We only supply members but you can order as you join (from 50p). 

There is no obligation to buy anything and you can be any age. 

£6.00 Annual Membership includes 10 issues of the Club Magazine plus | 
the Special Reserve Book of 2500 Cheats. AND choose a FREE GIFT ■ 

from above if you buy any item at the same time as you join. ■ 

Please enter membership fee if applicable and please remember to tick your c hoice of gift above 
Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p (One magazine. One order) 


item 


item 


item 


Deduct any 10% Mail Order Madness Discount as described above* 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/SwitchA/isa 


Less 


CREDIT card 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 



Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 
Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 

Cheques payable to Special Reserve at 

PO Box 847, Harlow, CM21 9PH 

Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 

If joining by telephone please ask for your gift at the time. 


LiiiLLumyLm 

I WIN 15 PlayStations with FI and a £2000 PC 


Ml Free Gifts 


4 * 


Special Reserve Big Club Shops 


SAWBRimWORTH 

The Waitings, Station Road, Sawbridgeworth, Herts. 
Not far from the Ml 1. just around 
the comer from the train station 

Tel: 01279 600399 


CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from the bus station 

Tel: 01245 348777 


NOTTINGHAM 

164 Derby Road. Stapleford, Nottingham. 

2 miles from junction 25 of the Ml. 
near Kwik Fit and Pizza Hut 

Tel: 0115 9491000 


Visit one of our great shops for a 
massive selection at rock bottom prices. 
We’ll beat any locally advertised price by a full £2. 
Ail our shops have PC Upgrade and Repair facilities 
and we sell a range of award-winning PC's from £899. 







It’s easy to park 


UPMINSTER 

209/213 St Mary’s Lane. Upminster. Essex. 

2 miles from junction 29 of the M25 
Opposite Somerfleld Supermarket 

Tel: 01708 225544 


EGHAM 

168 High Street. Egham. Surrey. 

Near Windsor and Staines 
Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


BRISTOL 

351 Gloucester Road (A38). Bristol. 

1 '/. miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


GREAT WEB 
SITE AT 


http://special.reserve.co.uk 


MASSIVE 

CONTENT 



FREE EIGHT GAMES 
ON PC CD ROM 

Desert Strike, Team Suzuki, Actua Soccer 
semi-final edition, Lotus 3, Jungle Strike, 
Toyota Celica GT Rally & Normality Inc 
playable demo. 

All 8 games supplied on PC CD ROM 



FREE CD WALLET - 
24 CAPACITY 

Store loose CD’s neatly and 

□ safely. A great space 
saver. Convinient for 
home, office & car 

FREE ACE VENTURA 2 
VHS VIDEO (RATED PG) 

Jim Carey returns in this 
hilarious sequel to the hit 

comedy that made him a 
Hollywood star 



FREE RUMBLE 
PACK FOR 
NINTENDO 64 

Sends vibrations 
through controller 



IS-D 


FREE COMMANDER 
2 JOYPAD FOR 
PLAYSTATION 

8 independent fire 
buttons, turbofire 
function, precise 
8 way directional 
control. Colours may 
vary 

FREE FRANCE 98 
FOOTBALL 

Full size, 82 panel 
stiched PVC coated 
football. Includes free 
pump adaptor. Designs 
may vary 

OR FREE GOODY BAG INCLUDES 
MINIBOY, GAMEBOY CALCULATOR 
AND VIRTUA PET 

Incredibly, all three of these electronic wonders have been 
bundled as one great gift. The Miniboy offers 55 great 
games in one, the Gameboy calculator is great to take into 
school and the Virtue Pet provides you with a pet to look after 
and care for 


^fters subject to stock availability. Alternative gifts available. Overseas members add £2 postag^ 
Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry a £1 surcharge In our shops. SAVE = Saving off full recommended price. Sent to press 18/03/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Resenre, The Mailings. Sawbridgeworth. Herts CM21 9PG 


























































































































































































